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Detemiiiie the tate of an evolving baby 
creature as you develop its persooalitj^ and 
skill along your quest 




Name 



Stalin 






PP/mox 



Batde alongside a unique baclc-up squad 
of allies with special abilities like hypnosis^ 
blood-sucking - and more. 




Wield 71 spells, hundreds of fantastical 
weapons and powerful suits of ajmor in 
an immense, 3-D RPG world* 
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Sometimes Destiny Follows You. 
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Editorial 



A few unofficial words from the officia] editor-in-chief 
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The flash from the camera that 
took this photo hurt Kraig's eyes 
to the tune of 100 hit points. 
Don't worry, he drank two 
potions to repfenfsh his energy. 




Can Life Be Measured In Hit Points? 

ou know, ever since Final Fantasy VII arrived and put role-playing games on 
the map, it seems PlayStation gamers just can't get enough of the darned 
things. There has to be some deep-seated psychological reason behind this, 
something we all relate to in RPGs. Sure, RPGs have great stories about 
love, friendship and heroics, but we can find those in movies, TV and books. 
There must something we get in RPGs that we can't get in anything else. 
The obvious answer is that we get to interact in worlds that only exist in dreams. But 
you can do that in other games. The things that most symbolfze RPGs, then, are turn- 
based combat and hit points. But do we really desire this form of interactivity so much 
that we must buy PlayStation RPGs by the millions to quench our thirst? Why do we 
desire something so impractical? Impractical? Sure, Can you think of anything painful in 
life that's reflected by a 
number? Or when you're in 
a fight do you always wait 
for someone to hit you 
before you hit back? 

I'm a rational guy, how- 
ever, and I figure that we 
should attempt to apply 
these symbolic elements 
of RPGs — turn-based com- 
bat and hit points — to real 
life. So let's see how that 
would work out. 



The Official US. PlayStation Magazine is the 
only Sony Computer Entertainment America-licensed 
magazine and is published by ZD Inc. through 
an exclusive arrangement As such, OPM remains 
independent from SCEA, and is a critical, autonomous 
voice that helps readers get more out of their 
PlayStation system by delivering the most current 
comprehensive and candid coverage of 
^ PlayStation software and hardware. 



Your girlfriend dumps you 
Her best friend asks you out 
The date goes well 
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+100 



hear y our ex -girtfriend has contracted 
mono 
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Afte rwar ds, she comes crying bach to 
you 



+50 



Your ex-girlfriend as ks out the captain 
of the football team 



-100 



Who gives you a personal de monst ration 
of his exceptional judo skills 
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While recovering in th@ hospital, you 



../because she's pregnant 
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Your newbo rn son has quite a throwrng 
arm 



+1500 



And come to think of [t, so d id that 
captain of the football team 



"20,000 



All right, so maybe RPGs are a little practical, after all. And due to this startling reve- 
lation, we've decided to delve into the deluge of future PlayStation RPGs. There's an 
abundance of them coming out this year, but we're guessing your wallet only possess- 
es enough hit points to buy some of them. So take a gander at OPM's 1999 RPG 
roundup, and see if there's something that strikes your fancy. 



Kraig Kujawa 

Editor-in-Chief 




Dale Strang 



Editorial Director J ,E. Funk • joe Jijhk@zd.coni 

Editor-in-Chief Kraig Kujawa • kraig_kujawa@zcl.com 

Managing Editor Dan Peluso • dan_peluso@zd,com 

Deputy Editor Joe Rybicki • joe_rybJcki@2d.coni 

Associate Editors Dave Maiec • dave_malec®zdxom 

Mark MacDonald • mark_macdonald@zd.com 

West Coast Editor Wataru Maruyama * wataru@gamespot,cof 

News Editor Chris Johnston 

Contributing Editors Che Chou • Joiinny Masthead 

Brian Mulhollon * Joe Gray 

Senior Copy Editor • Gary Steinman 

Copy Editors Jo-El Damen • Jennifer Whitesides 

' DESIGN ^ 



Cneativ/e DIroctor Michael Stassus 

Senior Art Director Bob Conion • bob .corion@zd.coni 

Art Director Donna O'Hara 

UREJ 

Mlxx Entertainment, Inc. 

StLiart Levy, CEO & Bureau Chief 

Matthew GaJgani, Producer 

Kiyomi Fukuyama, Editoriai Manager 

Yutaka Ohbuchi, Japanese Correspondent 



PRODUCTION 

Production Director Marc Camron 

Production Manager Paul Ojeda 

Prepress IVJanager Dave McCracken 

Production Assistant Chris Meiody 

Advertising Coordinator Mike D>arling 

Project Leader Mark LeFebvriB 

Analyst Scott Parus 



GAME GROU. 

Vice President Jonathan Lane 

Business Director Cathy Bendoff 

Corporate Counsel Rob Kabat 



lATIO. 

Circulation Director Joan Mclnemey 

Associate Circulation Director Shirley VJel 

fJewsstand Sales Manager Den GaEen 

Circulation Coordinator Ann -Marie Mro^ynski 

Subscription Ser vice Clumber: 
(303) 665-8330 (U.S. Only} 

htt|i://subs€ribe,playstationm3eazine.com/service 

RTtSlNG SAL 

Group PubJisher 

Dale Strang • daie_strang@zd.cofn 

Telephone (415) 547-3771 

Associate Publisher, Sales & Marketing 

Jennie Parl<er • je n n i e_parKer@zd .com 

Telephone (415} 547-8000 

Account Executive 

Linda Philapil • lFnda_phllapll@zd.com 

Telephone (415) 547-3782 

Regional Sales Manager, Nortiiwest 

Jon Yoffie • jon_yoffifi@zd,com 

Teiephone (415) 547-3773 

District Sales Manager, Southwest 

Karen LantJon • karenjand0h@2d.com 

Telephone (415) 547-3774 

District Sales Martager, Midwest & East Coast 

Anthony George • anthony george^zdxom 

Telephone (630) 332-9034 

Marketing Manager 

Susan Carroll • susan_carroli@zd.com 

Teiephone (415)547-8776 

ADVERTISING INQUIRIES: 

Ziff-Davis Video Game Group 

50 B&ale, 12th Floor 

San Francisco, CA 94105 

Telephone: {41 5) 547-8000 

Fax:(415)547-8777 



Official U.S. PlayStation Magazine (ISSN #1094''6683) is 
published montiily by ZD Inc., RO. Box 3338, Gak Brook, 
IL 60522-3338. Periodicals Postage Pendirtg at Lombard, 
IL and additional mailing offices. SinglG-lssue rates: $7.99. 
Subscnption Rates: One Year (12 issues and 12 demo 
discs) $39,97 U.S., $65.97 all other countnes* We periodi- 
cally mak3 lists of our customers avatlable to mailers of 
goods and services. If you do no!: wish to receive such 
mailings, please write to us and include a copy of your 
mailing label. Subscription^ Sen/lce Questions and Address 



Changes Write to: Official U.S, PlayStation Magazine, RO. 
Box 55362, BouEder, CO 80322-536Z Call us: (303) 665- 
8930 U.S. or (303) 604-7445 afl other countries. Fax us: 
(303) 604-7455 U.S. or (303) 604^0540 all other countries. Or 
visit our subscnption Web site athttp://subsGribe.playsta" 
tFonmagazine.com/serviGe. The editors and publishers are 
not res pons ibEe for unsolicited materiaJs. Without limiting 
the rights under copyrights reserved heretn, no part of this 
publication may be reproduced, stored in or Introduced 
into a retrieval system, or transmitted, fn any form, or by 



any means {el ectronic, mechanic aE, photocppytng, record 
ing, or otherwise) without the prior written notice of ZO Inc 
Copyright © 1 999, ZD Inc. All Rights Reserved; TM & © foi 
all other products and the characters contained therein are 
owned by the respective trademark and copyright holders 
All materials in this magazine are subject to change anc 
the publisher assumes no responsibility for siicb changes 
The Canadian GST registration number ts 14049 6720 RT 
Printed in the USA. 





f^ecf /iffhts 14//// /be run. 

Cap cru/sers m//// Jbe tot:a/ec/, 
Anc/ /yan/c-ra/y/y/ng /otA/'//fes m//// escape. 

/f you're any gaac/. 





YOU 



\M H 



L. IVI A IM 



FROM THE CREATOR OF DESTRUCTION DERBY 1 Bi 2 



driver. gtgamGS , com 






RERECTIONS 




ST fnteractive 
Software 



wivw.gtgam es. com 



Driver™ © 1999 GT interactive Software Corp, Alj Rights Reserved. Createcf by Reflections 
Interactive Limited, a GT Inieraclive Software Cofp. studio. Pubirshed & distributed by GT Interactive 
Software Corp. Reflections and the Reflections logo are trademarks of Reflections Interactive Limiled. 
GT is a trademark and the GT logo is a registered trademark of GT Interactive Software Corp. 
PlayStation and Ihe PlayStation logos arc registered trademarks of Sony Computer Entertainment 
Inc. Alf olher trademarks arc the property of their respective companiea. 





ELECTRONIC GAMING MONTHLY'S EDITORS CHOICE 

"Rogue Trip's bigger, quirkier arenas, complete muitiplayer 
3acl(age, arcade control and crazy secrets pin it as the true 
leir..." "TheWinner is... ROGUE TRIP!" 

- EGM 

Rogue Trip delivers all the car-blasting action I'd want..." 

-EGM 
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95%,GOLD award, BEST ACTION SHOOTER AWARD FOR 1998 

"...there are similar games available, but none pull it all 
together like Rogue Trip." 

■ PS EXTREME 

"The lush graphics, incredible sound track, intuitive 
level design and overall fun factor are unparalleled 
in this category..." 

^ ' -PS EXTREME 

"...nfiakes all other vehicular combat 
gannes look like road kill." 

- USA TODAY 

"...we have a new king in the world of 
vehicular combat. ..95%..." 

- PLAYSTATION NATION 

"Rogue Trip is the best car combat game 
of the year..." 

- GAMEFAN 
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purchase of any 2 PSX "' 






Lots of Information 
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All-new intuitive camera system guides you througli hazardous 3D missions 
Over 25 all-new disguises with new abilities like scuba diving and snowboarding 
Baywatch's Marliece Andrada stars as Agent Xtra in aii-new full-motion video 
An all-new GEX spits fireballs, controls tanks, crocodiles, burros and more 
Over 1,000 all-new celebrity Impressions and wisecracl<s 
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"...the most in-depth platforming game on the PlayStation." 
-Official PlayStation Magazine 
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Year of the RPG 





Final Fantasy VIII leads the 
next wave of RPQs onto 
your PlayStation this year- 
take a look at this month's 
cover story to decide which 
ones are for you. 





Gran Turismo 2! 



"If 





It sounds impossible, but 
j the PlayStation's most bril- 
liant racing game is about 
to get better. We have 
early info on this summer's 
racing game to beat. 










Silent Hill Strategy 



After you find out that the 
town of Silent Hill is not the 
ideal vacation spot, you'll 
want to use our strategy 
guide to get you and your 
daughter the hell out 




G Police 2 





A new chapter unfolds in 
the G-Police series, which 
includes many new vehi- 
cles and a two-legged 
attach mech. Take a look 
at this early preview. 





Contents 



Letters 



Our readers voice their opinions on 
the PlayStation emulator issue. Also, 
someone claims to have stopped Mr 
Domino—find out if it's true or not 
in this month's Letters section. 



News 

We're not messing around here^ 
there's some really exciting and 
interesting news regarding 
PlayStation 2 and weVe got the 
scoop. Check it out now! 

Previews 

There's lots of sequels this month 
including Croc 2, Point Blank 2 anc 
Bloody Roar 2, Plus we check out 
Alien Resurrection, Ehrgeiz, Fighter 
Maker, Driver and Triple Play 2000, 

International _ 

The PocketStation has been released 
in Japan, and weVe got extensive 
hands-on coverage on some of the 
games that work with Sony's exciting 
little PlayStation peripheral. 



Reviews 



RoUcage, Blast Radius, NBA In The 
Zone '99, BAM '99, Pro 18 World Tour 
Goif, Bomberman Fantasy Race, 
Pushdown, T'ai Fu and Invasion from 
Beyond get assigned disc ratings. 
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Get free apples in Crash Bandicoot: 
WARPED, do a secret move in Bust 
A Groove, get cooL cycle codes for 
Moto Racer 2 and get big heads in 
WCW/nWo Thunder, plus more. 



Check out the new Crash Bandicoot 
plush dolls (they're actually keychains— 
for really big pockets} as well as Qex: 
Deep Cover Gecko figures and early 
info on the upcoming Star Wars toys. 

Demo Disc 

Test drive two great racing games this 
month (R4 and Rollcage). Then check 
out playables of Ehrgeiz, Rugrats, 
WCW/nWo Thunder, Warzone 2100 anc 
a video of Legend of Legaia. 
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Run. strafe, croiicti. rol and c imli througli 13 liiglilii defailed, 
real-iutid enmdienis filled uiitli lethal terrorists. 



Tahe ijODr best stiot uiith 4 tarsetiny modes, 
includinaniglitvlsion sniper mode. 



Hreali fierij havoc luith 17 deadly uieapons includino the 
C-IS Pistol Hachine Gun and 11-79 Grenade Lauficher. 
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Letters 



A glimpse into the demented minds of our readers 



Caption Contest 
Winner 



^i^t^^P^ 




''Bobo would go on to 
enjoy many more mating 
seasons, but none would 
compare to the balmy 
summer of *98,** 
Congrats to Ryan Zillmer 
of Beaver Dam, W!! 

®ow you too can 
have your shot at 
history with the 
0PM Caption 
Contest! Every month, 
we run a game-related 
picture or screenshot. 
Your job is to write a 
humorous caption for it 
and submit it to us at 
any of the addresses on 
the following Letters 
page. The winner will be 
chosen by the following 
scientific method: We'll 
read them alt^ and the 
one that makes us taugh 
our asses off will get a 
sparkling new game. 
Now, see what you can 
do with this pic: 






Pimps are lira^! 



k^^^. 





pfou didh't reall]^ think those were 

the official rules, did pu! For all 
the legal stuff on this and our other 
contests, pitase reftr to page 97,] 
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The Emulator Issue 

Dear OFH 

Although it'5 not completely sur- 
prising that Official U.S. Playstation 

MagazinQ has published an adoles- 
cent temper tantrum about the 
Connectix Virtual Game Station 
(VGS), it's a bit sad that the 
name-calling had to take place in 
the Editorial section of your March 
1999 issue. The most upsetting 
aspect of the editorial was how it 
focused on bashing the Macintosh 
and totally missed the point of this 
new piece of software. There are 
many computer users who will 
never buy a PlayStation, but wel- 
come the introduction of new 
games to their computer of choice. 
This opens the PlayStation game 
market to another group of gamers 
who end up adding to Sony's (and 
OPMs) bottom line. 

I don't see any purpose for this 
editorial except to allow one 
PlayStation enthusiast to vent his 
spleen, And maybe thaf s enough 
for 0PM, but it also runs the risk of 
alienating many new PlayStation 
game players. It certainly will make 
me hesitate before purchasing any 
future copies of 0PM, I just hope 
it's not ^n indication of a larger 
problem: When you realize that 
Sony (the company that would have 
lihed to keep this emulator from 
ever seeing the light of day) official- 
ly sanctions your magazine, you 
have to admit the motivation for 
this editorial seems suspicious. 
Steven M. Fish 
via the Internet 

Wh€n KraJ9 wrote the editori- 
al he knew full well that some 
people would take it as toeing 
Sony'5 company tine* But this is 
one of those drcumstances where 
what he believed put him in that 
position^, and he's not going to 
chaf)ge his opinion to avofd that. 
(We don't modify our beliefs for 
any reason — not to align them 
with 5CEA, and not to avoid accu- 
sations of bias when our opinions 



Letter of the Month 



Dear 0PM, 

Being one of those people who gets bugged continually about comput- 
erSf I have to both disagree and grudgingly agree with your emulator 
stand [Editoriaf, Vol. 2, Issue #6, p, 6]. When asked *'Gee, what kind of 
computer should I buy?'' I try to get the Individual to describe the real 
reason for the purchase. Eventually about a quarter admit to wanting to 
play games. Those folks I point to PlayStation. 

As for the rest, I suggest they pick an amount they're willing to spend 
and get the best machine for that price. They'll be upgrading In two 
years— sooner if they plan on serious gaming. Better to buy both a PC 
and a PlayStation. So why would anyone want to have an emulator? 

Think about it. YouVe on a plane/train/wagon for God knows how 
long and want some relief* Wouldn't it be nice to be able to slip in the 
game you've invested 40 hours of time in and kill some downtime on a 
favorite pastime? 

OK, 50 unofficial emulators will probably always suck. Why can't Sony 
create an emulator to cash in on a serious market and provide some real 
stability? This would allow new sales of games to people who feel awkward 
buying a console* (Trust mt, enough of my ''professional friends^' kill quite 
a lot of time on my PS, yet wouldn*t dream of buying a '*kid's game'* for 
themselves. Call it Peter Pan envy*) It would afso allow those of us who 
buy the games more opportunities to play. 

Now that the price of a PlayStation is dwarfed by any decent video card, 
no one is going to buy a PC just to play PlayStation games. I bet they 
would, however, pay 50 bucks for an emulator that would allow them to 
enjoy the PlayStation experience on the machines they already own, in 
those locations where a PlayStation might be awkward to lug around. 

As Bill Gates discovered, there's more money in software. 

My $0.02. 

Stephen Hoore 
via the Internet 



Do you think you have what it takes to 
write the Letter of the Month? Send us 
your timely, original, well-written video 
game expositions {you don't even have 
to agree with us!) and you too could 
win an official OPM Box of Joy. New 
surprise goodies every month! 




coincide with theirs in the first 
place.} It probably won't be the 
last time this happens. OPM 
enjoys editorial independence 
from Sony, and if you've read any 
of Kraig's previous rants, we're 
certain yoii would agree. After 
all, who would actually sanction 
those rants, for heaven's sake? 
As for bashing Macs, we think 
you would be hard-pressed after 
further critical review to find any 



serious bashing of the machine, 
aside from Kraig's snfde remark 
about tangerine-colored iMacs 
{which obviously isn't that seri- 
ous in the first place). But really, 
we thinJ^ thafs pretty justified. 
The mere thought of orange com- 
puters IS just too much to fathom. 

But seriously, we use Macs to 
produce OPM^ and that's 
probably the highest compliment 
we can give the machines. 



How do you like the mag? What about thfe design? Are we leaving anything out? 



Let us know! 




To get special attention as far as design and content issues go, label your etters or e-mai s 
^ with the heading; PlayStation Magazine suggestions c/o the Offkiaf UhS, PlayStation 

Magazine at the addresses on the final Letters page. 
■ , We can't wait to hear from you. 
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Not the proLise,! 
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[ "Beautifully rendered" — Next Generation [ 

[ *' Loaded with exquisite music." — Gamer's Republic 

' "Unravels like a good mystery... epic" — PSM ] 
"A higinly interactive world." — PSExtreme . 



[ www.shadowmadness.com " 
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Letters 

A glimpse into the demented ititnds of our readers 



Solid Soundtrack 



0^ 





id you buy a 
copy of our 
magazine 
that did not 
contain a demo CD? 
Simply send the 
receipt in an enve- 
lope marked **OPM 
Replacement Disc" 
to the address 
below with the 
name and address 
of the store plus 
your phone number 
and address and 
well send you the 
disc. Make sure you 
specify which month 
the corresponding 
disc belongs to in 
order to ensure you 
get the right one. 
Also, if you have 
a malfunctioning or 
non-working demo 
disc, call SCEA at 
1-800-345-SONY. 
They will provide 
instructions to 
obtain repair or 
replacement ser- 
vices. For more 
information see this 
month's Demo Disc 
section* 



Dear 0PM, 

One of my favorite games is 
Metal Gear Solid, and I consistently 
play the game over and over, if only 
for one reason: the music!! Please 
let me know, is there a soundtrack 
out there? 
Travis Buonocore 
Enquidu&aol.com 

There is indeed a soundtrack, 
but at this point if s available 
only in Japan (as many game 
soundtracks are). Just about any 
reputabb game importer should 
be able to locate a copy for yoy. 

Final Fantasies 

Dear 0PM, 

I've been hearing that Final 
Fantasy IX is already under devel- 
opment! I've also heard that the 
game could be released as soon as 



Sept. 9, 1999 (in Japan, at least). 
Is any of this true? 
Michael Cosand 

via the Internet 

Now that FFVm has already 
posted astounding sales figures 
in Japan, it should come as no 
surprise that FFDC is under devel- 
opment. Byt the rumor that it 
will be released on 9/9/W is just 
that, a rumor. Sources say there 
was talk about such a release 
during the early planning stages 
of the game, but the idea was 
scrapped when it became dear 
the date was unrealistic* 

ft Cruel Me 

Dear 0PM, 

I HAVE STOPPED MR. DOMINO!] 
th8_mechanic99@yahoo,com 

Friends, before you become 
alarmed, know that we checked 



into the situation and learned Mr, 
Domino is in fad alive and welt 
although he has been in retreat at 
hts secluded Domino Lair off the 
coast of Kuala Lumpur, avoiding 
most contact with the press and 
paparazzi. The daims of domino 
stoppage are, in the words of Mr. 
Domino himself, "preposterous-" 

Unfortunately, Mr, Domino's 
dose friend Professor Pickles (an 
enigmatic Inflatable vegetable 
sent to us courtesy of Ascii, and a 
fine, upstanding fellow) fell 
victim this month to a fordble 
deflation. Pickles is survived by 
a jar of green liquid no one will 
touch, and will be sorely missed. 

Do YOU HAVE ANY QUESTIONS ABOUT 
YOUR SUBSCRlPnON TO 0PM7 POiNT 

YOUR BROWSER TO httpi/Zsubscribe, 
playstationmagazinexom/service 

AND FILL OUT THE APPROPRIATE FORM* 
Wmi A CREDIT CARD, YOU CAM EVEN 
START A NEW SUBSCRIPTIOM! 



More Reader Art Than You Can Shake a Stick At 

Every month we'll be picking one exceptional piece as our Reader Art of the Month. The creator of the winning work 
will have his/her piece published and will receive a new game (a gfoodnew game) in the mail — so include your mailing 
address with all submissions, Runners-up (as many as we want, 'cause if s our magazine) are printed as welL. Good luckl 






Check out this month's artists! Left: 
Curtfs Kent, San LeandrOi CA; top right: 
our most frequent entrant^ Andy 
Hadofora, madotora@hcc,hawaii.edu; 
bottom right: Jordan Nieuwiand; and 
alcove, this month's winner: Sergio Soto» 
Deer Park, NY Congratulations, Sergio! 
Your new game is on its way! 





snail mail 



fax: 



e-mai 



PlayStation Magazine 

P.O. Box 3338 

Oak BrooF^, IL 60522-3338 



If you need to 
reach us now 
630 382 9010 







opm@zd,com 

and chech us out on 

www.videogames^com 
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THIS AIN'T NO G.I. JOKE 
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-^M JHIS YEAR'S HOTTEST VIDEO GAME. PEBRUARY 1999. 
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Exclusively on the PlayStation® game console, from 



www.3da.com 
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News 



A monthly wrap-up of all the information for your favorite system 



For up-to-the-minute gaming news» check out www.videogames.com 







PlayStation 2 a Reality 

Sony Unveils the First Piece of Their Super Console 



It could very weLL have been just another 
lecture full of nerdy engineers listening to 
yet another company's dry presentation 
about their newest chip breakthrough. But 
something was different 

It was Sony speaking. No, it was Sony 
Computer Entertainment. And the lecturer 
suggested the chip may work well with a con- 
sumer electronics machine^ — maybe one that 
focuses on games, for example. 
Could it be... PlayStation 2? 

Embracing Parallelism 

On February 16, at the International Solid- 
State Circuits Conference in San Francisco, 
Toshiba and Sony Computer Entertainment 
announced the specifications of what presum- 
ably will be the CPU of the PlayStation 2, 

Attending the conference was Ken Kutaragi, 
the father of the PlayStation; Phi! Harrison, vice 
president of third party and R&D for SCEA; and 
Andrew House, vice president of marketing for 
SCEA. Sony representatives would not confirm 
or deny that this new chip was for their new 
console, but the ISSCC conference issued a 
press release stating quite clearly that the chip 
would "establish the performance of the 
newest Sony PlayStation." 

So let's get into the performance of this new 
chip. It's important to note that these specifica- 
tions are for the CPU and associated compo- 
nents only, not the graphics engine. Anyone 
who owns a PC and has compared the perfor- 
mance of both a low-end and a high-end 3D 
card on the exact same processor knows that 
the resulting performance is greatly influenced 




Not sure what weVe talking about? 
Don't worry, well explain it all in a 
just a second. 



Division of Labor 

The core of the chip, is the CPU, which 
is based on the MIPS RISC architecture, 
just like the CPU in the PlayStation and 
the Nintendo 64. This opens up the pos- 
sibility of backward compatibility, as the 
instruction set is very likely similar or 
compatible to the custom R3000 in the 
current PlayStation. The two integer 
pipelines run concurrently, allowing two 
instructions to be processed at a time. 
(In processor lingo, this feature makes the 
processor core "superscalar.'') In addition, 
while integer instructions ar^ being executed, 
additional floating point calculations can be 
performed by the floating-point processor. 

What's most exciting about the new chip, 
however, are the dual vector processing units 
(VPUs) that run at the same time as the CPU 
core. These units are similar in function to the 
current PlayStation's GTE, which accelerates 
the calculation of polygon coordinates. 

According to Sony, however, the principle 
behind the design was not just to use the VPUs 
for geometry transformation; the dual units are 
also set up for developers to use one of them 
exclusively for calculating in-game physics and 
other number-crunching tasks, like artificial 
intelligence. Presumably, developers will have 
free reign to use the two VPUs as they please, 
but this was the intent of the design, as the 
second VPU, which is intended for polygon 



Sony claims that the processor can transform 55 million polygons per 

second with no effects, 32 million polygons per second with parallel lighting, 

30 million polygons per second with lighting and fog, and 13 million 

Bezler surface patches per second. 



by how good the rendering engine is. 

The Sony CPU embraces parallelism in a 
big way. While the current PlayStation 
CPU/GTE (central processing unit/geometry 
transform engine) combination allows some 
geometry and main CPU operations to run at 
the same time, the new PlayStation 2 CPU has 
two integer pipelines, as well as a floating- 
point math processor, two vector math units 
(VPUO and VPU1), and a dedicated MPEG^2 
decoding subsystem. 



processing, is somewhat more powerful than 
the first^ 

The PlayStation 2, much like its predecessor, 
will also perform hardware accelerated video 
decoding. The IPU, which handles decompres- 
sion of MPEG-2 video, corresponds to the 
M DEC on the original PlayStation, which accel- 
erates decompression of JPEG images. Just like 
the other components on the chip, the IPU can 
run independently, which means that it should 
be possible to overlay high-polygon-count char- 
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acters over MPEQ-2 video, or use video to tex- 
ture elements in a game's world. 

Big Numbers 
The 12B-bit chip will run at 250MHz, and it 

will talk to the memory in the system at 
125MH2. Sony claims that the processor can 
transform 55 million polygons per second with 
no effects, 32 million polygons per second with 
parallel lighting, 30 million polygons per sec- 
ond with lighting and fog, and 13 million Bezier 
surface patches per second. (For those keeping 
score on the PC side of gaming, Bezier patches 
are how the forthcoming Quake 3 Arena will 
render curved surfaces. This technique uses a 
patch of 16 "control points" and a series of 
equations to define a curved surface. It is 
unlikely that the rendering engine will draw 
these directly; as the patches can be reduced 
to polygons before being drawn. One advan- 
tage is that it should be easy to make curved 
surfaces use fewer polygons when they are far 
from the viewer and more polygons when they 
are very dose, allowing objects to have a great 
deal of detail at close range without greatly 
affecting overall speed.) 

Again, we stress— these specs are for the 
main CPU only; the Tenderer for the PlayStation 
2 probably won't be able to draw all 55 million 
polygons (although we won't know for sure 
until those specs are revealed). 

Still, these incredibly powerful specifications 
are very exciting, and more details will surely 
follow. Sony has already arranged for the gam- 
ing press to gather for an event in early March 
in Japan, and speculation is heavy that this is 
the when the wraps will be fully taken off the 
PlayStation 2. The countdown begins. 



No More Games...Sony Sues Connectix 



Last month we told you about 
Connectix's Virtual Game 
Station PlayStation emula- 
tor for the Mac* By the time we 
went to presSr Sony had not 
yet issued an official 
response— but that has 
changed now. At the end of 
January, Sony filed a law- 
suit against Connectix in 
San Francisco Federal 
District Court alleging, 
among other things, 
that Connectix violated 
Sony's intellectual 
property rights 
through the creation of 
this emulator. 

The suit alleges two claims of copyright 
Infringement, circumvention of technical pro- 
tection measures, contributory copyright 
infringement, reverse palming off, trademark 
dilution, and interference with contract. The 
main complaint is the circumvention of Sony's 
antipiracy protection, which Sony contends 
could lead to the illegal sale and distribution of 
counterfeit PlayStation software. Connectix 
contends that the VQS has the same kinds of 
protections that Sony's PlayStation hardware 
does, though that security was easily bypassed 
just days after the product was put on sale at 
January's MacWorld '99. 

Revealed in Son/s legal filing is the fact that 
Connectix originally approached Sony to get 
technical assistance and support for the Virtual 
Game Station in September 1998. Sony CEA 




declined, saying the product 
wasn't up to their standards. 
The goal of the suit? In the 
language of the law, Sony is 
seeking damages to be deter- 
I \ mined at trial; a preliminary 

\ (which has already been 
denied) and permanent 
injunction against sales of 
the Virtual Game Station; 
the recall of all copies of 
the VGS already sold; 
attorney's fees; and 
additional relief as the 
court may decide. 

When asked 
whether Sony would 
be open to the idea of licensing Connectix's 
software if the company were to enable all the 
anti-counterfeiting techniques used on 
PlayStation discs, 5CEA legal counsel Riley 
Russell said no, adding: "Our interest is the 
PlayStation and produdng good software for 
that hardware...and we would take action 
against anyone who releases an emulator for 
profit/' In Russell's words: "What we want is 
for PlayStation games to run well and correct- 
ly—and they don't on a Mac-" 

Connectix president and CEO Roy McDonald 
stands by the product and is confident that the 
VGS doesn't violate any of Sony's patents and 
that Connectix will emerge from this action vic- 
torious. A PC version of the product is already 
in development, but is taking longer because of 
differences in CD-ROM drives and video cards 
on the PC* 




Shadow Boxing 

WBC Welterweight Champ Oscar De La 
Hoya reportedly used Electronic Arts' 
Knockout Kings to train for his Feb, 13 
title fight against Ike puartey. De La 
Hoya said that Knockout Kings helped 
him train on finding the virtual Quartey's 
weaknesses and learning what he'll do in 
a given situation. 

Apparently it worked. The outcome of 
the event ended with De La Hoya win- 
ning in a split-decision of a fight that 
was called one of the best Welterweight 
fights even 



Which RPG 

are you more 

excited for? 




Guardian's Cru$ade-F/o 



Shadow Madne5s-Z% 



Legend of L«gaia-3% 



f 



If the real world used 
hit-points, Jerry Springer 
would come out on top. 

If it was a publicaity traded 
company; LucasArts would be 
the stoclt to buy right now. 

Psygnosis should not b€ 
wasting their time with golf 
games. That would be akin to 
EA Sports developing an RPG, 

WeVe gonna hear a lot 
about PlayStation 2 in the 
next couple of months. Facts, 
not fiction. 

The sequel to Irritating Stick 
has been announced. It's called 
Ally McBeai. 
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London smelEs funny 

Square has said they want to 
push the Chocobo as their 
mascot. Expect KFC to lead 
with the first promotional 
tie-in. 

Ffnal Fantasy VIII is going to 
sell more than three copies. 
(The next Metal Gear game 
won't do so badly, either.) 

Alien Resurrection is a little 
overdue. Maybe it takes a while 
to make the game as hokey as 
the movie. 

Activision announced they're 
working on the sequel to 
Vigilante 8. Expect to see real- 
time light-sourclng, Gouraud 
shading, a beefier polygon 
count and extensive use of 
motion capture — and that's 
just in |ohn Torque's afro. 



News 

A monthly wrap-up of aJI the information for your favoriU system 
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News Bits 

Fight Postponed 

THE FACTS: Fox interactive has 
nfxed plans to produce a 
PlayStation version of Aliens Vs, 
Predator so the developers can 
focus on the PC version. It may 
reappear at a later date, but for 
now it's on indefinite hold. 
TWe RUB: It's bad that this title 
(which, just by looking at the 
name, couidVe kicked some 
major ass) has been put on 
hold. But then again, if they 
decide to start it up when 
PlayStation 2's around, if d be 
that much better. 

Labor Woes Continue? 

THE FACTS: 989 Studios 

announced that NBA ShootOut 
*99 has been cancelled. 
THE RUB: Don't they know the 
NBA strike is over? 




Bat Attack 

THE FACTS: Ubi Soft has 
signed a deal with Warner 
Brothers Interactive that will 
bring Batman to the small 
screen in new video game 
adventures for multiple sys- 
tems, including PlayStation. 
The games will begin hitting 
the market in 2000, and will be 
based on the popular animated 
series "The Adventures of 
Batman and Robin/' 



THE RUB: It's hard to make a 
good licensed game. But the 
Batman animated series is so 
good, and has such a vast story 
and universe, that you'd think 
it wouldn't be difficult to make 
a great game out c^f it. We can 
only hope. 

Jungle Fever 

THE FACTS: To take some 
attention away from the return 
of another video game primate, 
Sony is preparing a game star- 
ring its own jungle hero. Called 
Ape Escape, this 3D platform 
game is expected to be part of 
Sony's summer/fall lineup and 
will be introduced at E3. 
THE RUB: No monkeying 
around in '99 — these two video 
game apes will go head to 
head. Sony's entry will report- 
edly push the PfayStation hard- 
ware to new heights of graphic 
excellence. Bet your bananas 
on it. 

Bloody Good 

THE FACTS: A new Mortal 
Kombat side- story game is in 
the works. Mortal Kombat: 
Special Forces stars Sonya and 
J ax as they chase down Kano 
and the Black Dragon clan. 
Gameplay will be set in a 3D 
environment, where you fight 
enemies in a Final Fight-ish 
manner. Special Forces will be 
released in the falL 
THE RUB: Are Sonya and J ax 
popular enough Mortal Kombat 
characters to headline their 
own game? Perhaps, if the 
gamepfay's good enough. It's 
good to see this kind of 
variation inside a single game 
series. Let's |ust hope it's 



not as difficult to play as 
Mythologies was. 

PC Pipeline 

THE FACTS: More PC game 
conversions are coming to 
PlayStation, including 
Crusaders of Might & Magic, 
American Deer Hunter, 
Rainbow Six and Diablo II. 





THE RUB: Are more PC games 
on consoles a good thing? 
Only if the gameplay is intact. 
Besides, who can complain 
about a Deer Hunting simula- 
tion? We can't waitl 

Big Robots Incoming 

THE FACTS: An official at 
Bandai told us that Sony has 
given them the green light to 
port over Gundam Battle 
Master 2 and Macross VFX !l 
THE RUB: Well, that gives 
anime fans something to be 
happy about, but we're just 
crossing our fingers when it 
comes to the gameplay. 
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Which of the following applications for the 
PocketStatton do you think you have the most use for? 



TV Remote 




321 Memory Card to TradelData 



47 Clock Calendar 



100 200 

lotal number of votes: 1,028 
poll taken by videogames.coin 



400 500 



Japan's Top 10-SeiiinQ 

PlayStation Games 

February sales rankings courtesy of The 
PlayStation Magazine Weekly, SOFTBANK: 

1. Super Hero Battle Banpresto - RPG 

2. Bass Landing Ascii - Sports 

3. Sound Novel Evolution 3 Chunsoft - 
Adventure 

4. Crash Bandicoot 3 SCEI - Action 

5. Beatmania Konami - Misc. 

6. Tales of Phantasia Namco - RPG 

7. Beatmania 3rd Mix Konami - Misc. 

8. Street Fighter Zero 3 Capcom - Fighting 
9- Bloody Roar 2 Hudson - Fighting 

10. Simple 1500 Series VoLI; The Mahjong 
Culture Publishers - Misc. 

U.K/S Top lO-Selling 
PlayStation Games 

January sales rankings courtesy of ChartTrack 

1. FIFA '99 EA Sports - Sports 

2. Crash Bandicoot 3 Sony CEE - Action 
3- Tomb Raider 3 Eidos - Action 

4. Abe's Exoddus Oddworld/GT - Action 

5. Brain Lara Cricket Codemasters - Sports 

6. Crash Bandicoot (Platinum) Sony - Action 

7. Resident Evil (Platinum) Virgin - Action 

8. Mickey's Wild Adventure (Platinum) Sony 
Action 

9. Tekken 2 IMamco/Sony - Fighting 

10. Rayman (PEatinum) Ubisoft Classique - 
Action 

(Note! Platinum kthe U.K. equivalent 
of Grcates-t Hits do(ri&s.tii:ally-) 



Get a PK.D- in 
Video Gaming 

Think you know video games? Been 
around since Pac-iVlan ruled the pixel 
playground? Know Crash Bandicoot 
better than anyone? AAaybe you're 
good enough to make the grade on 
videogames.com's Video Game 
Aptitude Test (VGAT). It^s just like 
taking those Iowa Tests or the SATs, 
only it tests how well you know video 
gaming. Sharpen your pencils and point 
your Web browser of choice to 
http://vgat.videogamesxom. 
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Can you land a iunker? There's rjWeed to exaggerate the size of your skill, with Fisherman's 
Bait you can prove it! Number One Rated arcade game now on PlayStation(@ Two player 
versus mode - fish against a friend. Dual Shock function lets you feel the bass biting 

Fisherman's Bait is a trademark of Konamj Co., Ltd. The ratings icon is a trademark of the InteractivegiPl Software Association. PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainmenl Inc. Konami is a registered trademark of Konami Co., Ltd. ©1999 Konami of America, inc. All Riglits Reserved. 
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A monthly wnp-ui of all the informatfon fcr your favorite system 



Madden Bowl a Hit on South Beach 







The Super Bowl always plays host to 
a series of special footbalL-reLated 
events before the actual game, and 
Etectronlc Arts' Madden Bowl has been 
one of them for the past five years. 
Held on the Thursday before Super Bowl 
Sunday, Madden BowL '99 took place 
in the All Star Cafe in South Beach, ^ 
just outside Miami. 

The beach-side, festive setting 
helped precipitate what was easi- 
ly the best and most attended 
Madden Bowl ever. Pro Bowl 
running back Jamal Anderson 
and commentator John 
Madden hosted the event, 
but the list of athletes 
attending and competing 
seemed endless. It included 
the previous Madden Bowl 
champion, actor Morris 
Chestnut, baseball player 
Derek Bell, and popular 
football players such as 
Ravens wide receiver Jermaine Lewisj Kansas 
City Chiefs wide receiver Derrick Alexander 
and New England Patriots running back Robert 





Derrick Alexander (right) gives the eye after a play. 

Edwards. Other notable players that 
didn't make the cut were Green Bay Packers 
wide receiver Antonio Freeman, San 
Francisco 49ers wide receiver Terrell 
Owens, New York Giants corner back 
Jason Sehorn and Oakland Raiders corner 
back Charles Woodson. 

Interestingly enough, most players 
didn't use the team they played for in 
real life, and instead opted to use one of 
the powerhouse teams in the game, such 
as the Green Bay Packers or Denver 
Broncos. This worked reasonably well for 
Green Bay receiver Antonio Freeman, 
who often heaved balls deep to himself in 
the game. Unfortunately, he couldn't 
complete enough of them to get very far 
in the tournament. 

The biggest surprise in the contest was 



Jamal Anderson hooped it up with a 
rather casually dressed John Madden, 

that Morris Chestnut, the previous 
Madden Bowl champion, was elimi- 
nated immediately by New York 
defensive back Ray Mickens. Also of 
interest was Astros outfielder Derek 
Bell (the first MLB player to enter the Madden 
Bowl), who showed remarkable prowess at 
playing Madden NFL 99, According to Bell, he 
plays "the hell out of the game" by himself 
when he's on the road during the baseball sea- 
son. Not only did he excel at the game, but he 
made sure everyone else in the venue knew he 
did too. Talking trash was as much a part of his 
game as his long-ball^ quick-strike offense. 
After a good play, Bell could often be found 
taunting the competition by exchanging high- 
fives and pouring on additional points to 
embarrass outmatched competition. 

Bell's dominance in the tournament ended 
when he lost in a pass-laden shootout v^th the 
calmer, more sportsman-like New York defen- 
sive back Ray Mickens. The final score was 
35-21, although the game was closer than the 
score implied, Mickens' celebration consisted of 
his showing Jamal Anderson his own version of 
the popular "Dirty Bird" end-zone celebration. 

s 




Party Tidbits 

During the tournament, 
Terrell Owens was heard 
complaining about wide 
receivers not dropping to 
the turf to catch passes. 
They do this in the NFL a 
lot to give defensive backs 
little chance of picking the 
ball off. 

Lots of players still play 
Madden NFL 98. Maybe 
they still love "V-Polys/' 

Surprisingly, a lot of the 
wide receivers playing 
Madden emphasized the 
need for a good running 
game. Perhaps that's 
because play-action fakes 
help them get wide-open. 

A lot of them complained 
they weren't very good at 
running the ball Which is 
why they are wide receivers. 

The tournament games 
were set at Arcade Mode in 
part so that it would be 
easier to run the ball. 

Lots of players showed up 
at the door to get into the 
tournament at the last 
minute. Most of them let 
their agents do the dirty 
work, like Derek BelL 




Ray Mickens raises his trophy 
after his victory over Derek BeiL 








ENGh combines all forms ot MA R TiA L ARTS 

in a raucus typo of fighting simu/at/on tfiBt combines tiio speciBi moves 
and combos of theb^t fighting gnmes with the gritty reaiism only 
possible when the^twn Is based on the true life capabilities :— 

ofACTUJU. K^l FiaHTERS 






K . '■^fc^->!A!.T<i . - - • •'-< .'A-' ' '" - - ••-'.'- Jl^'S*" ■^•('^ ■ '• ■■*: y-^v'^'V T'-fT^SSSv!i'Ai3^fVii:S-V.^i'y-'\ ■■ VSrW^-X-V*'- ': '. :-;-.W: .^■^=;f;l -. 



ffj^ ^'K*' of K'^ refers to the m&in discipfmes t/jarsrB represmnfecf fn K^l: Karate, 
Kickboxingr Kuag-Fu & kenfia. The '*t'[ repr&s^nfs ffie fact that this is an open 
wel^pt-ciass ffghtmg sp0rt and aisa the champiart is truiy #/, the best. 



EVERYONE 



^^ 



^^mrEVTFIAIfDEr 



"J i1 







M1H6 1999/0 AfT ©K-1 GRAUD PRJXPubUshed by JafeEO USA, Inc. Jaleco andtlieJaleco logos are 
regi^efed tradsmarJcs of Jaieco Lid. 

PlaifStation and the PlayStation logos are regMered trademarks ot Sony Computer EnlertaJnment Inc 
The ratinis icon is a trademark of the interactive Digilal Software Association, 
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The price you p^y for losing isn't just pride. It's your 396 hp exotic. Watch 
for nasty hairpins. Aggressive opponents who might damage your baby 
And, of course, the cops. They nil want to see you lose it in a very big way 
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The best-sdimg U.Sp PlayStation titles as reported by the nation's top retailers 



1 



WCW/nWo Thunder 



COOOOO) 



Publisher: THQ Last Mo^JTH: - Genre: Action Release Date: Jan. 1999 

Wrestling fans seem to be willing to overlooh this game's poor rating. 
Looks [ike a hot license can still carry a title — if it involves big, sweaty men, 




AAetal Gear Solid 



(jQ@@©©) 



PUBLfSHER! KONAMI LAST MONTH: 3 CeNRE: ADVENTURE RELEASE DaTE: OcT, 1998 

No surprise here. OPM's pick for best game of 1998 belongs in every 
gamer's library. 



3 



Frogger 



C®®coo) 



Publisher: Hasbro Last Month: 13 Genre; Action Release Date: Oct, 1997 

The combination of bargain price and retro-gaming action has helped this 
oldie hop back into the top five. 



4 



Gran Turismo 



(i@®©@^ 



Publisher: SCEA Last Month: 11 Genre: Racing Release Date: May 199S 

This racing game can lap the competition several times over. But will R4 
slow GT's sales? 



5 



Crash Bandicoot: WARPED 



(jQ®®@®} 



Publisher: SCEA Last Month; 1 Genre; Action Release Date: Oct, 1998 

The final — and best— Crash game combines so many different genres that 
it's sure to please most gamers. 



9 knockout Kings 




(®®®€Q) 



Publisher: EA 



Last Month: 10 



Release Date: Oct. 1998 




Spyro the Dragon 



(®®®®Q) 



Pubusher; SCEA 



Last Month: 16 



Release Date: Sept. 1998 



B f Crash Bandic^t 2 



(®® 



Publisher: SCEA 



Last Month; 6 



Release Date: Oct. 1997 
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1 A Bug's Life 




(©0000) 


Publisher: SCEA 


Last Month; S 


Release Date; Dec. 1998 


3 Cool Boarders 3 


C®©®oo) 




Pubusher: 989 Studios 

Cool Boarders 2 



Last Month; 18 



Release Date: Ocl 1998 



(®®®®Q ) 




Publisher: SCEA 



Tomb Raider 



Last Month: - 



Release Date: Nov. 1997 




(®®®@0) 




Publisher; Eidos 



NASCAR 99 



Last Month: 20 



Release Date: Nov, 1996 



(®®®®0) 




Publisher; EA 



Madden NFL 99 



Last Month; 5 



Release Dat^; Sept. 1998 



(®®®@€)) 




Publisher; EA 



Tomb 



Last Month: / 



Release Date: Aug, 1998 
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Publisher; Eidos 



Last Month: 2 



Release Date: Nov. 1998 



PlayStation Underground JamPack Winter 



Publisher: SC£ A 

Twisted AAetal 



Last Month; - 



Release Date: Oct. 1998 
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Coecoo) 



Publisher: 989 Studios 



Last Month: 4 



Release Date: Oct. 1998 




R NCAA AAarch Madness 99 



(®®®00) 



Publisher: EA 



Last Month: - 



Release Date: Jan. 1999 




NFL GamePay 99 



^®®®®Q 



Publisher: 989 Studios 



Last Month: 12 



Release Date; Aug, 1998 




NFL 
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Publisher: Midway 



Last Month: 15 



Release Date; Sept, 1998 



= 111 



Presents 



Top 10 Most Wanted 

As compiLed by our attractive, intelligent readers 



Silent Hilt Prepare to be as scared as we were by 
Konami's thriLiing new adventure game. 



J 



R4 Gamers are revving up to power slide their way to 
racing bliss with Namco's latest 



] Syphon Filter No mere Metal Gear clone, Syphon Fitter 
is innovative enough to stand on its own merits. 



Final Fantasy VIII Mere mention of Square's RPG can 

cause convulsive drooling in gamers everywhere- 



Quake 11 They said it couldn't be done on the 
PlayStation, but all you deathmatchers hnew better. 



Legacy of Kain: Sout Reaver It's soul-wrenching that 
we have to wait so long for this oft-delayed game. 



WCW/nWo Thunder We panned this game, but 
wrestling fans are still clamoring for a copy of this dud. 



Ehrgeiz Cloud, Tifa and Sephiroth together in an 
awesome fighting game. 'Nuff said. 



South Park With so many horror games out there, it 
would be nice to see a bit of humor on the PlayStation. 



.^ Resident Evil 3 Hey, Capcom — don't let Konami steal 
all your horror genre glory. Let's see this game soon. 



Gaio Pesantes' Top 5 

Our monthly contest winner's top five picks 



Metal Gear Solid Solid Snake is definitely a solid 

choice to top any list. Good call, Galo! 



Silent Hill If you want to really experience a fright 
delight turn out the lights and play it alone. 



Final Fantasy VIII It's finally out in Japanl Hurry, 
Square, and bring this one Stateside soon. 



Crash Bandicoot: WARPED Qalo threw in some 
lighter fare among so many heavy games. 



Xenogears Religion and technology, mechs and 
martial arts— what more could you want in an RPG? 



Editors' Too 5 

What we've been playing instead of working 



Point Blank 2 It's a lot more fun to snipe at targets 
than at each other during those stressful deadlines. 



Final Fantasy Vin We got our Japanese copy of this 
one right on deadline— and we can't stop playing it. 



Ehrgeiz As if the fighting weren't enough, Square 

threw in great minigames and a kitter Quest Mode- 



IQ Final We've been passing a controller back and 
forth trying to solve some of the peskier puzzles. 



Rollcage This dizzying racer has pushed realistic 
racing sims into the back seat this month. 



Send your votes for the Readers' 10 Most Wanted games to: Offkfai 
PlayStation MagazinB Attn: Readers' 10 Most Wanted, P.O. Box 3338, 
Oak Brook, IL 60522-3338 or e mail us at; dan_peluso@zd,com or visit 
th^ 0PM section on www.videoganies.com 



Source; NPD TRSTS Video Games, January 1999* Call tKem at (516) 625-2345 for questions regarding this list. Note: No games for competing console 
systems (e.g., N64, Sega Saturn, etcj were included* Overall sales figures may vary. Game descriptions are written by the 0PM staff* 








GameStick. 
PlayStation. 

integrated 
joystick+gahepad. 



The time has come for 
you to play in ways you 
haven't dreamed about. 

The mindbending 
new GameStick for the 
PlayStation game console, 
from CH Products. 
All in one. Dual-analog. 
Deadly accurate. 

It's your time to play. 
For the rest, 
it's time to pray. 




760.598.2518 www.chproducts.com 



fH^Station and RayStatton logos are registered 
trademarks oJ Sony Com pjter Emerteinment Inc. 



News 

A mc^nthty wrap-up Qi atl the tnformation for your favorite s)^stem 
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Compiled by Dan Peluso with no help at alt from Johnny Masthead 
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SXtreme 



Black Bass w/0Eue Martin 
8omberman Fantasy Race ' 
^^ds Tower U; Th^Jjte 



^^<^^^^mL^m^ 

iuoar: Silver Star Story Complete 



989 Studios 
^v^UbrSoft 



AGETE 
Act>vi5l(>ff 
Workir^g Designs 
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RC Stu*i- 
Shao Uit ^ 

Srr^^^t lighter AljpSaif 
T!?>morr^w Never Dies : 






Waf^on^&^TOO 

^ena Warrior Pr j nci^ss 



unso 

Eidos 

. Aoerii: 



MGM Interactive. 
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American Deer nunfe^ 

Broken Sword: The SmofiKWfrror 

EhrgeiZv,. 



Gauntlet Legends 



:uungage \ 
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Rally Racing_^ 

rmir? 
WWF Attitude 



tnferptay 
THO 

Midway 

ASC6«utm 



Konami 



Aecwim 



Future Releases 



rggUUL.', tBJUJLJjggsy 



^:; Ac^ Combat 3 
Alien Resurrec" 
^Ape Escape " 

I Centipede 
^CKa<:al>o'£ Otingeon 2 



£Crusaders of Might and Magic 



Adventures 
Earthworm Jim 3D 



Hasbro Interactive 
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. 3DO 

I Studios 



TPA 

Take 2 Intsr active 
AGETEC 



Sports 
Sports 



Sports 



Adventure 

RPG 

PG . ' 
Action 
Action 
Action 



"Actjon 

Fighting 

Actiort 




Strategy 
Action 



Mist. 

Advent! 
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Figbtina 
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Actio^ 
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Action 
RPG 
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RPG 
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fighting 




Clockwise from top rigKti 
0*Police: Weapons of Justice, 
Shao Lin, Final Fantasy Vllljr 
Ehrgeiz and R4: Ridge Racer 
Type 4. 




Future Releases (cont) 



Final Fantasy Vtir ■ ■ - 

f ilnal Fantasy Anthm 

Grand Theft Auto London 
; High H<&at Sas^ball 2OO0 I 
^.Indiana Jones snd the Infei 
l^ackie Chan's Stuntmaster"" ^ 

Jade Cocoon: Story of the Tamamayu 
; Michael Owen's Worid League Soccer 

Mortal Kombat: Special Forces 
|NFLXtrem«2 

pudke 2 
' ^Ridge Racer Type 4^^ 

Rainbow Stx 



RatAttadtr i 

Ray man 2 ^ ^ 

r Railroad Tyeoori 

Soul of the SamuraT ' 
LStar Ixiortt 

Star Oceaj>: The Second Story _ 



Suikodetr 
Superman 
-tiny Tank: Up Your AiS^at 
UnJamm^r Lammv 



Squarl^ 

Square^ 

Rock star 



rave 



ftPG 
RPG/ 
Action 
$ports 



RPG 




■ Actt vision _^^^__,___ 


Action 


P Nam^lJIPPP^P 


HPRacingH 


Red Storm :^||k 


Action 


Mindscape 


Action 


UbfSi)ft^^^^ 


^_ Action 


ll RockstafHI^^^I 


Hp£rat$gy 


Kanami ^^IHHIII 


^^Actlon 


Namco 


Action 


^ony CEA^^^^ 


RPG 


P Konamt fHB|^ 


RPO 


m "^^^^^^mm 


^ Action 


TBA 


Action 


Sony. C;|jA . . ,,^, 


. . .Artiojn , 



AB roI^asB dates stb tentative and subject tn dtange, f^t^re i nforma t i on on aU future releases mU be given as it becomes mmifsMe* 




Next party, lose the pinata. New Point Blank^ ^' 2 allows up to 8 of your gun-crazed pals to unload on over 
70 wild and wacky shooting scenarios - from fish and fowl to ninjas and gangsters. Blast through an all-new 
Arcade Mode, Theme Park Mode, Endurance Mode - plus a VS. Mode for the perfect head-to-head 
(no pun intended) party game. Point Blank 2, Time to get pistol whipped, ^^^S^ 
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Guncon for use with software that displays the Guncon icon. 
Point Blank'*^ 2 sold with Guncon and without. 



Poinr aJaik™ 2 & © 1994 1997 1998 Namco Lid. All Rights Reser\?ecl. PlayStation and the PlaySiariort 
logos are registered irademarks of Sony Computer EriieFtainment !nc, The ratings icon is a trademark of 

the inttiractivi] Digiiai Software Association. Guncon"^^ 6 © 1996 Namco Ltd, All Righis Reserved. 



PlayStation 
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Hoty Mnekerel, 
even mv heir hurts 
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InlFoclucirig, Contender. The brutally fun boxrng game. 

Boxing isn't pretty. In Coniender, you'll face 40 different thugs, all with their own took and fighting style. Vou 

ean throw iabs/combinations and arcade-style knockoat punches. Plas.yau can build up the strength of your favorite fighter, 

save it to a memory card^ and pummel a friend later. In short, it's a good old-fashioned, mano-a-mano slugfest. 
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by Mark AAacDonaid and Joe Rybicki 



v/6 months ago, as we here at 
QPM decided the winners in our 
unnual Editors' Awards, one ca 

;ory seemed to be lacking in 
1 nominees more than any othei. 
No, not worst game of the year—there were 
alf too many titles to choose from for that 
honor. The category was Best RPG. 

Sure, the winner, Xenogears, is a great 
game— in fact all the nominees (Brave Fencer 
Musashi, Alundra and Tales of Destiny) are 
quaM ty titles. But it became apparent that as 
far as quality traditional RPCs-4not the 
heavily action or strategy flavored varieties — 
there really watsn't much to choose from dur- 
ing the last year: ^^ 

But Judging from what we see coming in 
the next few months to the PlayStation ^ this 
year's awards are gonna be a whole lot 
tougher to decide. Although RPGs have long 
been popular in Japan, it wasn't until the 
success of Final Fantasy Vlf that many U.S. 
game companies found a reason to get inter- 
ested. Or perhaps we should say reasons: 
five million of them, in fact — the number of 
copies Final Fantasy V(l for the PlayStation 
sold worldwide. Suddenly it seems like every 
company has an RPG on the way— from 
names associated with the genre like Square, 
Working Designs and newcomer Grave, tq 
some surprises like Actlyison and even So nj^ 

So what does alHhis mean lor you, the 
PlayStation gamer? That's right: volume, 

volume, VOLUAAE! As more and mc^ 

RPGs are brought to the U.S, and competi- ; 
tion heats up, the best games in the genre 
are now almost guaranteed to make it tii 
America, and even niche titles for the hard- 
core RPG lover have a better chance than 
ever before. 

it's an exciting time to be a PlayStation 
RPG gamer, but with all these new titles to 
keep track of, you'll need a guide, someone 
to help you sort: through af I the evH over- 
lords, heating potions and frightened towns- 
people of this next big wave of RPGs. That's 
jvhat we're here for iOPM joined the 
^arty)™turn the page and lefs begin! 







Dragon Quest VII 

Dragon Valor 

Final Fantasy VIII 

Final Fantasy Anthology 

Guardian* s Crusade 

Jade Cocoon 
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developed by/SqM^^f^ SofI 

published by/iamm EA release da.te/^-.pt^mb^r 

wh)^ yoii should caret The latest m orre of the rridst 
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A sneak peak of what's sure to be the 

hottest RPG of the year. 





Those lucky Japanese. Those damned lucky Japanese. Since it was 
released last nnonth, over two and a half million of them have 
already bought and experienced Square's latest RPG epic, Final 
Fantasy VIII. We haven't been this jealous since. ..well, since Final 
Fantasy VII came out in Japan before it did in the U.S. two years 
ago. Relief is in sight — Square Electronic Arts has already announced 
the domestic release of FFVIII, expected September of this year, but 
for anxious RPG fans that's practically an eternity. So to try to ease 
the pain, here are details and our impressions from the first few 
hours we've been able to spend with the import version, 

Using the same overall graphical style as Final Fantasy VII — 
polygonal characters on prerendered backdrops and al[-3D battles — 
part Vin improves greatly on the same basic formula. Gone are the 
blocky caricatures of people, replaced with detailed and realistic 
models so that everyone looks just as good outside of combat as in 
it. Spell effects, lighting and especially the animation — from people 
motioning as they talk to monsters collapsing to their death — look 
almost eerily smooth and natural. The jump in the quality of the FMV 
cutscenes matches these other graphical improvements as well. 
Imagine the images of Squall and Rinoa pictured above smoothly 



animating within an equally detailed environment and you can only 
begin to get an idea of the truly feature film-like quality rendering 
achieved for this game. 

Even more drastically altered from part VII are Final Fantasy Vlirs 
gameplay and combat system. First of all there bv& no weapons or 
armor to be bought sold or equipped for your characters; attack and 
defense ratings simply increase as you gain levels, and the one 
weapon you possess for the whole game is periodically upgraded. 
Anyone who's ever wondered why you win money in most RPGs after 
beating up a bunch of naked animals running around in the wilder- 
ness will be happy to learn that this doesn't happen in FF8; instead 
you receive a regular stipend that increases as you progress- Magic 
points are gone; instead you use the draw command (as in "to draw 
out" rather than "to sketch" — this ain't FF5 ya know!) to suck spells 
out of enemies and store them to be used at your leisure. Most ene- 
mies have at least two or three different spells you can choose to 
draw from them. Special "draw points" are also scattered around 
maps much like save points, where you can stop to stock up on a few 
heating or attack spells without having to take them from enemies. 

As opposed to Final Fantasy VII's Materia System, part VIII employs 



The PLayStation 
KoLe~i layer's vluide 

If you are tooking for something to pass the time until some 

of these great upcoming RPGs finally come out, take a look at 

our quick history of the genre on the PlayStation. Whether it's 

as a mini buyer's guide or just a nostalgic look back, enjoy 

our take on each and every RPG released so far,„ 



BEYOND THE BEYOND 

As the first RPG released in the U-S. for the 

PlayStation, Beyond the Beyond was less than 

impressive* Although it did include some great 

puzzle-dongeons, most of this game was strictly 

by the book. Not horrible, really, but uninspired 

and average — nothing that showcased the 

pow^^pf Sony's new system. 




the new Junction System. At the center of the new scheme are the 
Guardian Forces, or GFs- Just like summoning magic from earlier FFs, 
these are basically powerful spells that call up a "Guardian" to help 
out the party or to attack the enemy. You may even remember some 
of them from the past games — Effrit with his flaming attack, Shiva and 
her ice spell, or the deadly Bahamut. Well this time around, not only 
do the GFs cast huge [and quite beautiful, we might add) spells^ but in 
many ways they are almost like separate characters themselves. After 
a GF is equipped, or ''junctioned," to a party member, it gains experi- 
ence points from battle, gains levels, takes damage and even has its 
own hit points just like any other character. Having a GF brings so 
many benefits, it's practically a must that each player "junction" to at 
least one. Characters need to equip a GF to be able to use items or 
cast spells, as well as to receive other abilities and attributes (for 
example, increasing that person's hit points or magic power). 

Another use for the GFs are in FFVIII's card game minigame, which 
various people will challenge you to throughout your quest. The basic 
game is a sort of combination of Othello and the card game war; each 
card has four numbers, one for each direction (top, bottom, left and 
right). The object is to take turns placing your cards so that they have 
a higher number on each side than any card bordering them. If you 
win you can capture opponents' cards and keep them for future 
games, but by the same token each time you play you risk losing and 
having to forfeit your own cards. 

We know there's more, much more, to Final Fantasy VIII that we 
haven't seen yet — we're only on disc one of four — but already it's 
clear that Square is up to something very special. Whether all the new 
gameplay alterations will work within the overall game is still unclear, 
but we can't wait to play more and find out 




developed by/Square Soft 

published by/Sqiiare EA release date/late '3? 

why you should care: IvtfD great garnc ^ie a cl^sit 
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or those of you who know little of the Final Fantasy series 
before FFVII, here's a brief history. The first game was 
released in America and Japan under the same name, 
"Final Fantasy/' but parts two and three never made it over 
here. So Japan's FFIV then became "Final Fantasy 11" in the U.S., num- 
ber five was another sequel that never made it over, so when part six 
was released out here it was as "Final Fantasy IIL" Confused? You 
aren't the only one— which is probably why Square finally decided to 
stop this madness once and for all by releasing Final Fantasy VII under 
the same name in the U,S, and Japan. 

But enough history, let's get back to the matter at hand. FF 
Anthology is two games in one — FFV and FFVI — with the same graph- 
ics and music they originally had on the Super Nintendo. Yes, ren- 
dered cutscenes have been added to the intro and endings of the 
games, but updating for today's audiences isn't the point of this col- 
lection; rather, it's for fans of the series to relive some of the best 
RPGs ever, to allow new fans of the series to get caught up without 
hunting down an old system and carts, and for both to be able to 
finally play Final Fantasy V. Never before released in America and yet 




A few breathtaking 
stents from Final Fantasy 
VI 11^ and a step back in 
time with Final Fantasy V 
(top right] and VI (bot- 
tom right) from the 
upcoming Anthology. 




I SUIKODEN 

Considered a classic by many, Konami's 

first PlayStation RPG follb^i'S the story of 

a young nobleman forced to make some 

difftcult choices and eventually lead a rev- 

otution. With 108 different characters and 

occasional army-sized battles, Suikoden 

isn't your typical RPG. 




tNrsona 

An oftfen overlooked but high-quality title, Persona took 

RPG out of its usual medieval setting and into the modern 

world. Players controlled a group of high school students 

through 3D real-world dungeons, following an intricate 

story line of demon possession and alternate ur^iverses. 

Unorthodox to say the least, but with enough depth to 

reward the hardcore RPG player willing to find it. 



Drivmg on the ground is so 90's 
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PlayStation 





Break every law. Including gravity. 



any of 6 indeslructibfe vehicles anywhere and everywhere, 
mi the sides oF wal s to the roofs of tunnels. 

away at the scenery with 8 innovatJve weapons to slow down 
■ opponents. 

BB through 20 different tracks spread over 4 distinct environ men Is, 

Zpkiyer split-screen, head-to-head racing action with 4 specially 
Aligned tracks. 

%iense '^Big Beat"' DJ soyndtrackj. featuring songs from 
i«iboy Slinn, EZ Rollers, Aphrodite and more! 
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still touted by many as the best-playing Final Fantasy of them all, 
Final Fantasy V may be graphically dated, but its incredibly 
deep ganneplay and unique "job" system makes it more 
worthy of your time than many new RPGs. This is the kind of 
rerelease that all too often doesn't make it over the Pacific; 
kudos to Square EA for making it happen (but what happened 
toFFIV?). 



Silver Star Story 



developed by/Game Art5 
published by/ Working DesigEis 
why you should care; Tfte best 
to offer, jppflished to shln^ pn ttii^ 



release date/ April 
oid-s^oaiJ^PQ has 



mmatmiam 



DnLihe Final Fantasy Anthology, which is content to rere- 
lease its games in their original form, Lunar: Silver Star 
Story is somewhat of a rerelease and makeover in one. 
Despite being originally created for the doomed Sega- 
CD system almost seven years ago, Lunar and its sequel won a 
devoted following among RPG enthusiasts that still survives 
today. The combination of sharp 2D graphics, animated 
cutscenes, classic battle sequences, incredible CD soundtrack 
and detailed story yielded the best the old school RPGs had to 
offer, all rolled in to one. For the PlayStation version, the basic 
game has remained the same (the characters, the world they 
inhabit, the overall plot ^tc}, but many of the details have been 
shifted or improved on. The most obvious change would be the 
graphics — everything has been redrawn or redesigned to take 
advantage of the PlayStation's graphical power Most of the 



dialogue and story line has also been tweaked — in fact more 
than 80 percent of the script-has been completely rewritten, 
which guarantees some surprises for even the most devout fan 
of the original Toss in all new music, new voices and other 
extras like a cloth map and bonus arranged soundtrack CD, and 
you can see why Lunar placed second only to Final Fantasy VIII 
in our poll of the most anticipated RPGs. 







Star Ocean 

Second Story 



developed by/EniK 

publi shed by/Soriy CEa release date/i un^ 

why you should tare: i^ pfomlsiiig wnMm^mn of some 

recent and more tradlliarial ftPS jelemei^tsv 
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stute readers may remember our predicting this one 
way back in our November issue last year, but now it's 
official — Star Ocean: The Second Story is on its way to 
America, courtesy of none other than Sony themselves. 
The second in a series of games from RPG masters Enix, Star 
Ocean was a huge hit in Japan when it was released there last 
year, and it's not hard to see why. With its beautiful rendered 
backdrops and familiar cute 2D characters, Star Ocean's graph- 
ics strike a pleasant balance between old and new RPG styles. 
Players can choose between two characters at the start of the 
game, which doesn't affect the overall plot but can affect some 
smaller events and also which other characters you meet later in 
the game. Another unique aspect of Star Ocean is combat, which 
may look like the standard turn-based variety but actually is 
much more action-oriented, with the player moving around 
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WILD ARMS 

the first RPG to employ 3D 

polygon battles on the 

PlayStation, coupfed with a 

long (if uninspired) quest. Wild 

Arms was initially well 
received but quickly overshad- 
owed by Final Fantasy VI L 
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FINAL FANTASY VII 

By far the biggest RPG yet for the PlayStation, the ffrst Final Fantasy 
in 3D captivated gamers worldwide, selling more than five million m 
copies. Incredible graphics^ awesome minigames, memorable charac-'^^ 

lers and a dramatic and massive story made FFVIl a hit even with . 
gamers who don't normally play RPGs. Its incredible success helped^ 
the PlayStation achieve market dominance and showed many other 
developers the sales potential of a great RPG even outside of Japan. 
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Thousand Arms (right) 

maintains a mostly lightheartcd 

feel, while Sulkoden II (below) 

takes a slightly darker, more 

serious approach. 










freely before attacking and directing his/her fellow party mem- 
bers. Star Ocean has just beeii announced, so look for more in 
the upcoming months as Sony gears up for its U.S. release. 
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developed by/ 

published by/Km^m release date/ 

why yoti should cafe: i^^-- 
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0ore of the Same'' seems to be the theme for Suikoden 
IL Not only does the game's story seem virtually identi- 
cal to the original (boy rebel fights evil empire), but 
there's the same number of characters (108), the same 
graphical style (almost entirely sprite-based), and so on. 
There have been some changes made, of course. Perhaps most 
promising are the adjustments to both the encounter battles and 
the large-scale strategic battles. For the encounters, Konami has 
concentrated on including more opportunities for players to 
team up characters for special attacks. The ability to combine 
two or more characters' individual attacks in a single devastating 
barrage added a welcome element of strategy to the standard 
encounters. Suikoden II looks to further stress the strategic side 
of things. 

With this in mind, Konami has also revamped the large-scale 
battles to provide a bit more significant challenge. Players will 
now need to take charge of positioning their troops and carry 
out the battle on a level slightly more involved than "Archers 



attack now." It looks like the battles are still thrown in primarily 
for variety's sake, but any improved challenge will be welcome. 
Right now, the question looks to be whether the game will be 
d/fferenf enough from the original to suit fans. Only time will tell. 




developed by/ 3mpao;i' 

published by/ iius release date/; 
why you should care: An unusyai Vi$ 

. :ts^;:fei give: the game an ill 



imos] 




nly the current RPQ-friendly atmosphere would allow a 
game like Thousand Arms a chance of seeing the U.S. 
on the PlayStation, and we should be grateful for that 
chance. Thousand Arms is an unusual adventure that 
starts with a graphical style that combines detailed sprites with 
polygonal backgrounds, sometimes even mixing the two types of 
animation for some truly unusual-looking effects. 

This all serves as the vehicle for a story that includes such 
unlikely elements as a dating simulator similar to the sort of 
thing that's been popular in Japan for years (our hero, Meis 
Triumph, is described as being easily distracted in the presence 
of a girl). Much of the dialogue is delivered via spoken text, a 
Long-overdue development for the genre that designers are 
finally starting to implement 

Perhaps because of the game's unusual features, Atlus still has 
not confirmed the U.S. release of Thousand Arms, but so far the 
prospects look favorable. Let's keep our fingers crossed. 
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CA FRONTIER 

The latest in the long lirie of Romancing Saga games from 

Square, Saga Frontier never quite lived up to Its legacy. The 

idea of choosing from a number of different characters^ each 

with their own stoiyfines and subquests was great, but the 

game itself had too many problems. With its Jack luster graph^ 

ics, and awkward gameplay and combat system. Saga just 
didn't have what it takes to stand out after Final Fantasy VII. 



BREATH OF FIRE 3 

Continuing Capcom's only RPG 

series, the latest was rather 
slow to start and proved inac- 
cessible to many would-be RPG 
gamers. In most respects quite 
mediocre, but it Is still loved by 
die-hard fans. _ 
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*s your parents when ^hey say, 
'Why couldn't you be more like your brother?" 
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gave you 3 Fake phone rfbmbeH 
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Show them how you really feel. 

Wreak havoc in 40 different missions, in four unique, upgradBble stiips, 

using 13 different weapons against 30+ enemy craft. Experience warmtioles, asteroids, cloalted planets, 

and kamikaze drones. Even play against that person you're ticked off at, head-to-head. 
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Player 



Memory Card 
1 blc^ck 



Analog ConlroF 
Compatible 



Vibration Function 
Compatible 



An extensive. Innovative and varied adventure 




CEA's newest RPG is surprising in a lot of ways. Legend of 
Legaia has been associated with Wild Arms from eariy on 
by virtue of a shared producer and the fact that both are 
SCEA games; one of the surprises is that Legaia is so 
much more innovative a game than Wild Arms, The Arts system, in 
which characters acquire new abilities after executing a specific 
sequence of attacks, is an excellent idea; it allows players to not 
only discover new special attacks, but also design custom combos 
by hooking attacks together, for devastating results. Also of notable 
ingenuity is the magic system* Characters must deliver the killing 
blow to certain types of monsters — ^and kill them without using 
magic — to stand a chance of earning the monster's magical skill. 
So, while the system may not at first glance look all that different 
from other polygonal combat systems, the briefest look below the 
surface shows that the battle engine, which is the heart and soul of 
most console RPGs, is quite fresh and interesting, and the impres- 
sive variety adds a great deal of strategy. 
Also surprising — for a native Japanese title — is the completely 



adept writing and translation. Not only is the script almost entirely 
free of glaring errors, but much of the writing is laugh-out-loud 

hystericaL The game consistently returns to the interplay between 
the naive, brazen Noa and the quiet, straight-faced Gala, and it just 
gets funnier every time. 

Of course, the game has its fair share of flaws and irritations, but 
these, at least, shouldn't be surprising to fans of console RPGs, 
Most irritating are the too-frequent random battles. These wouldn't 
be so frustrating if the battle process did not take so excruciatingly 
long. When you literally plan out every move, battles can take 
awhile (your characters can select their own attacks if you wish, but 
this doesn't make enough of a difference to justify the risk). Add 
extreme/y long summoning-style spells for even the most simple 
and often-used magics and you start to see where a good part of 
the game's 50-plus hours go. 

Still, the huge world, extensive story and impressive variety make 
Legend of Legaia an easy candidate for the top choice among this 
most recent batch of U.S. RPGs. — Jo€ Rybkki 




Players ItteraEly 
plan each and 
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during battle 
(above)^ trying 
new comb I nations 
for special 
attacks, 
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Rating 




GRANSTREAM SAGA 

Featuring attractive poly- 

^^^ gon graphics, anime 
Ntseenes and almost 
ighting-game like battles, 
lis action-tilted RPG loses 
a lot for its uninspired, if 
^-weH-presentedr plot, 



TALES OF DESTINY 

The sequel to Namco's Tales of Phantasia 

(which was also recently rere leased for the 

PlayStation in Japan), ToD combined old- 

school 2D graphics and cartoony characters 

with a unique real- time combat system. Not 

for everyone, but heaven for the nostalgic 

RPG gamer 
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A decent diversion, but never lives up to its own potential 



0hen I first heard Activison was bringing this RPG (original- 
ly called Knight and Baby) from Japan, I was curious but 
wary. Curious because I knew little of the game except 
that it was a somewhat different take on RPGs, but wary 
since I knew that the developers, Tamsoft, were the same people 
responsible for the Toshfnden fighting games. Not that Toshinden 
was so terrible, really, but the last two seemed to be going down- 
hill in quality and I wondered how much these guys would know 
about how to make a good RPG anyway. Luckily they know more 
than I would have guessed, but not enough to follow through on 
some good ideas and make Guardian's Crusade truly memorable. 

The graphics remind me of claymation — ^they have a colorful, 
unique style and the animation is fluid — but sometimes the charac- 
ters and backgrounds blur theline between simplistic and ugly. As 
far as the storyline goes, Guardian's Crusade only rarely delves into 
it very deep, but all the dialogue and comments are well done, 
interesting and often funny without feeling forced. It definitely says 
something about the writing when you are still looking at every 



flowerpot 12 hours into the game just to see what it will say. 

The main problem with Guardian's Crusade is that in many ways it 
teases you with the illusion of depth, but ultimately doesn't deliver. 
Your interaction with your ever-present companion monster ''Baby/' 
for starters, sounds really interesting until you learn how simple it 
really is. Yes, you can have Baby fetch items for you, but it's hardly 
worth the effort; your interaction ends up more like maintenance to 
keep him/her/it happy and attacking the enemy instead of you. The 
transformations Baby learns are a great idea, but unfortunately you 
don't have control over what or if it morphs into anything until the 
last quarter or so of the game. The Living Toys you gather and use 
for offensive and defensive effects like spells are another fresh take 
on an old idea, but only a fraction of them really end up being con- 
sistently useful. Finally, the world of Guardian's Crusade at first 
appears to be a huge, expansive land, but the whole game is easily 
finished in under 20 hours. For any RPG, that's skirting the low end 
of the scale, and for Guardian's Crusade it's just another area that 
could have made a decent game great. — Mark MacDonatd 






Guardian's Crusacfe lets 

you see your enemfes as 

you travel (abov^) so you 

can avoid repetitive 

monster encounters. 
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Nome 

Poopy 



Hp/mox 

268 /gfli 



PP/mox 
Attack! 






Pros 

• Some great 
gameplay ideas 

• Entertaining 
characters and 
diafogue 

• Living Toysl 



Cons 

• Not enough 
depth 

» Over too quick 

• Simple graphics 
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Rating 




AZURE DREAMS 

A combination of many different 
genres™action, RPG, simulation, 
strategy and Tamagotchi monster 
raising — Azure Dreams never quite 
gelled. Capturing and raising mon- 
sters to help you fight was 
great, as was the game's one town 



you helped build as the story pro- 
gressed, but the randomly gener- 
ated dungeons you spent most 
your time exploring were boring to 
look at and, eventually, boring to 
journey through. An interesting 
experiment though, and probably 
worth it for some RPG fanatics. 
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(Without the nasty goose droppings!) 



Pro 18: World Tom Golf is the biggest thing to hit golf since titanium 
dubs. Unrivaled attention to course detail and TV-style coverage make a 
perfect foursome when combined with some of the hottest pro players and 
our groundbreaking 4 -click swing system. Tee off on some of the worlds 
greatest courses including Royal County Down (Ireland)^ The Lost City 

(South Africa) and Coeur d'Alene 
(USA). Piqued your interest? 
For a free demo check out 



www.psygnosis.coni/prol8/. 
And while you're therej find out 
how you can win a real trip 
to The Coeur d'Alene Resort. 
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Pro I8's 3rd hole^ Coeur d'Alene 



Actual 3rd hole, Coeur d'Alene 



^Honestly, if you're playing the course and „ 
youVe playing the game, the re is no difference! " 



— Biir Reagan^ 

General Manager^ 

The Coeur D'Alene Resort 
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Lehman * Moritgomeric • Singh • O'Meara 



^3 intefligent Games Ltd^Ps^nosis Ltd Designed by Intelligent Gams. Pro 1 9: WorldTour Golf< PsygF^osis and the Psygnosis l&go are™ or ® P5>:grwSfS Unfiited. Afi ri|^ tigserved.The ratings icon is a tradsrrark of the Interactive Digital Software Association. Plaj/Station and 
i -^.aji^tHtion logos are registered trademark of Sonj' Computer Entertainment Inc. 
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Memory Card 
1 block 



Analog Control 
Compatible 
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Vibration Function 
Comp^lble 



A wonderful story, but without enough game to back it up 



0l[ the big consoie RPGs in America today are, without 
exception, imports from Japan. The genre is almost like 
the TV manufacturing industry; born in America, both 
moved off to Japan where they were so successful their 
production in their homeland eventually dried up completely. So as 
the first traditional RPG (Legacy of Kain was more of an action/RPG) 
for the PlayStation made by and for Westerners, Shadow Madness 
is somewhat of an anomaly- The question is, do the Yanks still have 
what it tahes? The answer is, well, yes and no. 

Ironically, Shadow Madness borrows much of its basic structure 
from recent popular import RPGs, especially Final Fantasy VII. The 
graphical style is the same (3D characters on prerendered back- 
grounds), certain spells use a very similar effect to FFVII's summon- 
ing magic, and the battles are obviously heavily influenced by the 
Square classic. With that in mind, the team at Crave has improved 
on and tweahed certain areas of play, while falling short elsewhere. 
The storyline is by far Shadow Madness' strongest suit. The plot 
unfolds slowly and naturally, l^eeping the player interested like a 



great book or any good RPG tries to do. The writing is often above 
even the best translated worlds, alternating between disturbing and 
humorous themes, and sometimes even both at the same time. The 
music also stands out in its variety and ability to shift moods per- 
fectly in unison with the game. 

Where Shadow Madness falls short are in its graphics and ulti- 
mately, its lack of depth in gameplay. Most of the game appears 
muddled and sloppy, with lackluster animation and backgrounds 
that look out of focus. Despite some excellent additions to play 
mechanics, like an intuitive redesign of the menu process and a bat- 
tle avoidance system. Shadow Madness also stops short of succeed- 
ing in the gameplay department. The enemies lack any consistent 
challenge that would really force the player to plan or think, which 
the battle system itself seems like ifd hardly be able to support any- 
way. Combat is just too straightforward, without anything more to 
consider than leveling up your characters and the occasional spell. 

If you appreciate plot and dialogue enough to ignore some weak- 
er elements, Shadow Madness comes recommended, — M.M, 
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Three minigames break up the actio rii including 

this Doom clone (above). Nothing too 

linpressrve, but a nice extra. 
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XENOCEARS 

Winner of many magazines' best RPG of the year award for 1998, 
including OPM, Xenogears ended up as the must-play RPG of last year. 
^ Graphicalty, it flipped the style of Final Fantasy Vli over by using real- 
time 3D backgrounds and 2D sprite characters. An interesting combo- 
based fighting system, giant fighting robots, and a deep and mvolvjng 
story that ran 50-ptus hours helped Xenogears join well-respected 
company as one of the best RPGs the PlayStation has seen yet. 



Rating 



THE END-? 

Well that brings us up to date 
on every PlayStation RPG, from 
past to present. WeVe come a 

long way, from Beyond the 

Beyond to Xenogears, and the 

future looks even brighter — just 

check the next page- 
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f NOW for yournSnce to win a tfl^to E3!||i9 
Check out the latest greatest upcoming titles of this fall 
Meet the Booth Babes and Hottest Game Developers. 
Party with EIDOS Interactive! 
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i EIDOS Gam#Paclca3 EIDOS \ 
Lara Croft collectable watch. 
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• A copy of Tomb Raid 



PC or PlivStation. 
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Eidos/zb E3 Getaway Sweepstakes 

651 Brannan Street 4th Fl. San Francisco, C A 94107 
Or online at www.Qamespot.coin/promos/e3trip 



tfdLH:iiit* 



lye Co 



MPUTE 



IfZl 



wo; 



Officfsf 



PlayStation 



EXPERT 



Magaz[ft& 



fAMER 



GAM E S P O T 



VIDEOGAMES 



XXiNk. 



SMpeepst^kes Rules: 

1. Ma Purchase Uecessary: You must be 18 years or alder to enter fliis Sweepstakes. This Sweepstakes may appear in several creative presentations and you may enter in any of lite following wavs: (A) log on to 
li|i://www.gamesp{)l.cani/proniDs/E3trip or (B) mall a postcard conlaining your name, age. address and phone numtier to "Win A Trip 1o E3'\ Eidos Interactive, €51 Brannan Sireetp San Francisco, CA M107. No purcftase or 
mment of any money is necessary to enler. Qne entry per tiousehold wiitinul regard lo ttie number of creative presentations in which the Sweepstakes may appear. All postal entries must be handv^ritten. Mechanicallv repro- 
Aiced postal entries will m\ be accepted. Entries must be received by April 2G, 1999. All entries become exclusive property oi Eidos and will not b& acknowledpd or rBtumed. Sponsors assume no responsibility for lost, 
^rtllated, late, ii legible, incomplete, postage- due. misiiirected email or postal mail entries or far phone, eleciitcal, network, computer, hardware oisoltware program malfunctions, failures or dlltici^llies, 2. Prizes: 1 Gmnd 
flize: 1 Grand Prize winner will receive a trip for one person lo the Electrenic Entertainmenl Expo (E3) in Us Angles from the nearest gateway city including air transportation, gruund transportation ta/fram the hotel, hotel 
KEommuilatiiins for 2 niglils as selected by Sponsor, vouchers lor two meals per day, and a pass lo E3 and the Eldos parly. Travel is currently expected to be May 12-14, bul is subject to cdange, If winner is unable to trav- 
Mriitring IbB dates sclieduledt viiitner will forfeit the Grand Prize and an alternate winner may be selected. Grand prize has an approximate retail vatue of $4140. 3 Second Prizes: 3 Second Pdze winnm will receive an 
6ttis Game Pack for the PC or PlayStation and a Ura Crolt Collectable watcH, PC and PlayStation Packs include three copies of Eidos Interactive games. Second Prize has an approximate value ol $170. 5 Third Prizes: 5 
nvd Prize winners will receive a PlayStation or PC copy ef Tomb Raider 111. Third prize has an approximate value of $50. Winners will be determined by a random drawing from all valid entries by Sponsor whose decisions 
ae nnal. Drawing to be held on or about April 27, 1999. All prizes will be awarded. All prize wirrners will be notiiied by mail. Prize(s} ate non-translerabie. No substitutiDns of prize(s) are allowed, except at the option ol 
^Misor should the featured prize(s) become unavailable. 3. Odds of Winning: The odds of winning will be determined by number ef valid entries received. 4. Eligtbility: Sweepstakes open to residents ol the United States 
'Af^rs of age and older. Void in Hawaii. Alaska and nhode Island. Nan -compliance witti the lipe parameters contained herein or return of any prize/prize nolification as undeliverable will result in disqualilicalion and an 
ifcfnate winner will be selected. Winner must provide praol ef age and shall sign and relurn an affidavit of eligibility/release of liability/prize acceptance withm 2 days ol receipt or forfeit prize. By acceptance of prize » 
«i«er(s) agree to the use of liieir name and/or likeness tor purposes of ailvertising, trade, or promotion without further compensation, unless prohibl1«d by law. Employees ef Eidos Interactive, ZD Inc., and their respeclive 
aHiales are not eligible. Meillier ZD [nc.» Eidos Inleracliue ner their respective attiliates,.subsldiaries, divisions^ or related companies are respansible lor any damages, taxes, er expenses thai consumers mighl incur as a 
«SBlt ol this contest or receipl ol prize. Winners accepting prizes agree lltat all prizes are awarded on the condition that ZD Inc., Eidos Inleraclive and their agents, representatives, and employees wilt have no liabilitv what- 
wmm lor any injuries, losses, or damages ol any kind resulting from acceptance, possession, or use (»f Ihe prizes. 5. Winners List; For a list of winners, send a stamped, self-ad dressed envelope to "E3 Getaway Sweepstakes 
WMers Lisl" Eidos Inleraclive, G51 Brannan Street, San Francisco, CA 94107. Reituests for winners lists musl lie received by May 15, 1999. Allow 4 weeks for delivery of winners list, 6, Restrictions: Void wliere prohib- 
Arf or restricted by law. All federal, state and local regylattons apply. 7. Sponsors: This Sweepstakes is sponsored by Eidos Interactive and ZD Inc. (1999 ^G Inc. All rights reserved. 
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Qow that weVe cov- 
ered ail the new 
games being 
released this month 
and other Japanese titles 
already on the way here, we 
reach further into the future 
for our Coming Soon list. 
Some of these games we 
know are coming, but all of 
them are still so far off (none 
have even been released in 
Japan yet) that details are 
sketchy. Expect to see full 
previews of many of these 

titles in the months ahead. 
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JADE COCOON: STORY OF 
THE TAMAMAYU 

Genki 

Another title you may remem- 
ber from our coverage of the 
last Tokyo Game Show, Jade 
Cocoon was just announced 
for U.S. release this month by 
Crave and is already generat- 
ing excitement in the press. 



With designs and art direction 
from the same man who 
worked on the popular ani- 
mated films My Neighbor 
Totoro and Princess 
Mononoke, JC has a distinct 
and pleasing style to its 3D 
characters and 2D back- 



ground graphics that really 
grab your eye. You play 
Levant, a young boy who 
must learn to capture and 
train monsters to fulfill his 
destiny and become the 
cocoon master of his village, 
like his father before him. The 
most interesting part about 
this is that once you capture 
two monsters you can com- 
bine them to form a new, 
unique creation based on the 
"parents" of your new pet 




DRAGON 

QUEST vn 

Enix 

The latest in 

one of the 

most popular RPG series of all 
time, DQVII is finally due out 
in Japan sometime this sum- 
mer (it was originally sched- 
uled for release almost two 
years ago), but is still 
being kept tightly under 
wraps. What little has 
been shown has a definite 
old-school flavor, with cute 
little sprite characters trail- 
ing in a line, one after the 
other, but the environ- 
ments are fully 3D, and 
can be spun around at will 
by the player (similar to 
Xenogears). No specifics 
on the story line or battle sys- 
tem yet, but we expect to see 
and hear many more details 
at the Tokyo Game Show next 
month. You can count on this 
one to make its way here 
eventually; the only question 
now is from what company. 





DRAGON VALOR 

Namco 

More of an action/RPG actual- 
ly, but too exciting not to 
mention is this sequel to the 
old 8-bit game 
Dragonbusters. Dragon 
Valor is still very early but 
already shows promise, 
with its fully 3D polygonal 
environments and impres- 
sive graphics. Setting it 
apart it in terms of game- 
play and story line 
is how the game 
follows the lineage 
of your characters; 
not only are you 
given the choice of 
whom to marry, but 
you also control your 
offspring. 

TALES OF PHANTASIA 

Namco 

The prequel to Tales of 
Destiny, ToP was originally 
released for the Super 
Nintendo in Japan but has 
been updated for the 
PlayStation thanks to the suc- 
cess of the sequeL Like its 
sequel, ToP uses old-fash- 
ioned sprite graphics and 
classic dungeon exploration 
gameplay as its formula, but 
with a unique fighting system 



that's almost like a side- 
scrolling beat-'em-up in many 
ways. Both games were huge 
hits in Japan, but no word yet 
if this game will join Tales of 
Destiny Stateside. 

SAGA FRONTIER 2 

Square Soft 

As the follow up to last year's 
disappointing Saga Frontier, 
SF2 has a lot to make up for. 
Luckily it looks like Square 
realizes drastic change was 
necessary and has gone with 
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an all new revamped look in 
this sequeL All the graphics 
have the same soft, watercol- 
or painting look you see 
here, which is even more 
impressive in motion. Battles 
looks great too, with 2D 
sprites on a revolving 3D 
field, along with the amazing 
lighting and spell effects 
that you expect from 
Square. Unfortunatelyi 
this one isn't on Square 
EA's schedule yet for 
U.S. release; if this 
game turns out as good 
as it looks,' let's hope 
that changes. 
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Game 



NUMBER 
OF CD's: 



Final Fantasy 



Lunar 



Re fere 




Final Fantasy 
Anthology 
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Thousand 
Arms 
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Legend of 
Legaia 
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Shadow 
Madness 




Guardian's 
Crusade 
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RELEASE: 


September 


April...? 


m^ late ^9 
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TBA 
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Hies 
COULD BE 
DESCRIBED 



old school 2D 



very old school 
2D 




a blend of 
animer 2D 
characters and 
3D environ- 
ments 



all 3D, al[ the 
time! 




like FFVIL as 

viewed 

through a 

blurry, 

smudged pair 

of glasses 



Gumby meets 
Wild Arms 



MINI- 
GAMES: 





card battle and 
PocketStation 



We wouldn't 

want to spoil 

anything! 




opera smgmg, 

mini strategy 

game 



girlfriend 
hunting 



Bust A Groove- 
style dancing, 
fishing, slot 
machines 



3D corridor 

shooting 



tto chicken) 
''These darn 
things wake 
me every 
morning... I just 
want to choke 
them some- 
times!" 



"You can't 

escape,., 

nowhere to 

run...nowhere 

to hide,./' 




"shikashi..- 

hara heta 

naaa..." 

("but.-.rm 

sooo 
hungry!'') 




"Vahn, what's 
a pimp?'' 




"When. ..when 
will this 

,.,st,.st.. 
St...op...aaaaa 

aaaaagh ! '' 



"Welcome to 

San Claria! The 

fur fish capito 

of the world! 

Oh, it's you 

again..." 



WHAT'S SO 

GOOD 
ABOUT IT: 



take your pick; 

incredible 
graphics, stir- 
ring music and 
a huge quest 



classic RPC 
graphics and 

playability, 
brought back 
to life on the 

PlayStation 



TWi 



awesome 

games for the 

price of one — 

Final Fantasy V 

and VI 




unusual 

graphic style 

(like Xeno- 

gears, but 

cleaner) and 

spoken 

dialogue 



excellent new 
battle engine 
with unusual 
hand-to-hand 
and magic 
systems 



awesome 
story line and 

some great, 
quintessential 

RPG music 



cool little 
touches of 

originality like 
the Baby 

character and 
Living Toys 
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WHAT'S 
NOT SO 
GOOD: 




you'll have to 

wait six more 

months 



delayed, 

delayed, 

delayed — 

when can we 

play it? 



also two very 

old games, 

with nothing 

new but some 
bland FMV 



it's still not 
100% certain 
that we'll ever 
see this game 

in the States 



lengthy 

summonings 

for even the 

most basic 

magic make the 

battles drag on 

and on and on 



the limited 
gameplay but 
especially the 
graphics — ugh 



cool little 

touches remain 

little and don't 

factor into the 

overall game 

enough 
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It's not every day that youVe awakened from the dead. Much less to batde scarecrows, zombies and flying 
clocks for the honor of your kingdom. Poor Sir Dan, He's the undead icnighton a gothk quest to avenge the 
forces of darkness. The dead are now undead. The living are crazed maniacs. And the once-mi!d-mannerec 
pumpkins are now cold assassins. But Sir Dan's got a mighty arsenal -from crossbows, axes and daggers to 
lightning rods, swords and the occasional chicken drumstick-to fight his way through a dazzling 3-D 
journey. Although after being dead for ! 00 years he probabiy could just kill them with his morning breath. 
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PlayStation 



Previews 

An early look at the games of tomorrow 
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Theme Action 



n ol Players TBD 



% Complete 60% AvailabilitY Q2 '99 

Publisher Fox Interactive Developer Argonaut 



Croc 




PlayStation's premier 3D platformer returns with impressive improvements 
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Th rough out the game, the levels 
have a much more open feel. 



Minigame mania 



Stsp back in time with us for a moment back 
just a couple of years, to a time when every 
Next Best Thing magazine was raving about a 
game called Mario 64. It was without question one 
of the most influential games of 1996, and it soon 
started the inevitable quest for the ''Mario-killer/' 

Along came Croc: Legend of the Gobbos, and ^ 
while it may not have been that particular Holy Grail, 
it did have the distinction of being the first free- 
roaming 3D platformer on the PlayStation. This 
being the case, it wasn't surprising that the game 
was plagued by a few irritating characteristics, most 
notably the claustrophobic, room-based levels that 
gave the whole game a very limited feel. The slug- 
gish movement of Croc himself didn't help matters; 
although it actually took longer to get through the 
levels, it also made the game feel more frustrating. 

No one was more aware of this than the develop- 
ers themselves, and they set out to remedy these 
and other problems in Croc 2. Nic Cusworth, lead 
designer of Croc 2, explains: "The first thing youVe 
going to notice [in Croc 2] is that the levels are a lot 
bigger, WeVe talking five or six minutes of game- 
play with no load times:" It's impossible to convey 
through these screenshots the accuracy of that 
statement, but believe us, he's not kidding. 
Compared with the original game, the levels in Croc 
2 are simply immense. Like many other developers, 
Argonaut opted to stream the level from the disc, 
loading new textures and enemies as Croc progress- 
es. The results are levels that make the original feel 
like a completely different game. 

Cusworth continues: "Youll also notice immediate- 
ly that Croc is a lot faster and a lot more fluid. The 
analog control makes the movement a lot smoother, 
as well {We got the analog controller about two 
weeks before we finished the original game, so the 



Perhaps taking a cue from the excellent Crash 
Bandicoot: WARPED, Croc 2 throws in a few level 
types that are completely different from the stan- 
dard gameplay. These include the Snowball Roll 
(below left}r in which Croc must roll an ever- 




analog was sort of thrown in there at the last 
minute.)" Not only does Croc move more quickly, 
he's got more moves at his disposal as well. In addi- 
tion to the now-familiar arsenal of tail-whips and 
butt-bounces, he now performs high jumps and 
long jumps [complete with midair somersault). 
Furthermore, he now has a few new ways to interact 
with his environment: Croc can swing on ropes, ride 
mine cars, 




slirinking snowball through a raffed course^ 
picking up little piles of snow along the way 
to increase the size of the snowball to keep it 
from falling through, Sffghtly more relaxing Is 
the Hang-Glfdfng fevel (below right), in which 

Croc glides peacefully 
around collecting gems 
scattered through the air. 
*- ! Also slated for the game 
are a Whitewater Rafting 
level and even a Go-Kart 
Racing section in which 
Croc competes against 
other characters 
in the game! -• 




time around. Instead of simply collecting the little 
guys like power-ups, Croc can now talk to them and 
enlist their aid in solving the game's many puzzles. 
There are even different "tribes'' of Gobbos, from a 
strangely advanced Incan society to a swashbuckling 
pirate band. Each tribe has a different look to corre- 
spond to their unique environment. 

You can expect to become very familiar with these 
fuzzy little guys this spring as you help save them 
once again from the resurrected Baron Dante and 
his evil minions. 
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Previews 

An early look at the games of tomorrow 
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Theme Action 



% Complete 65% 



9 of Players 1 



AvailabilitY May 



Publisher psygnosis Develeper Psy gnosis 




Police Weapons of Justice 



Psygnosis offers up big improvements to an already successful title 





They're back.„the gorgeous preren- 
dered fntro shines again. 



Listen Carefully 
for Clues 




G-Police Weapons of Justice 
stilt features the immersive 
sound effects of the orlginai: 
Frequent audio interruptions 
not only keep you updated on 
the conflict, but also provide 
clues for success. But this 

time around, the audio ele- 

ment is expressed even more 
heavily. In one mission, you intercept the 
communication frequency of the crime 
syndicate. As you defend two airbases, 
you hear their commander give orders. At 
one point he orders one unit to distract 
your Raptor unit. If you chase that unit 
the others quickly swoop in and destroy 
the airbases. It's a welcome Innovation 
that's vitaE to the gameplay. 



G -Police Weapons of Justice is Psygnosis' 
foilow-up to the successful G-Police* 
Offering breathtaking prerendered intros, 
gorgeous cityscapes and unforgiving mission- 
based gameplay, the first game pushed the 
envelope in terms of graphics and atmosphere. 
The sequel promises similar atmosphere, but 
with a host of improvements and new additions. 

Arguably the graphics and the control were 
the most important elements that needed to be 
improved in the original. Although it was a beau- 
tiful game, the range of visibility in G-Police was 
frustratingly limited. Weapons of Justice 
improves on the draw-in problem without resort- 
ing to massive amounts of pop-up. Instead, the 
buildings and architecture on the horizon are 
first traced in a green wire modeL 

Navigating is made easier by the improved 
control. The original, released before the Dual 
Shock controller, offered limited analog configu- 
rations for the short-lived Dual Analog Pad, 
Thankfully, Weapons of Justice takes the ubiqui- 
tous Dual Shock more seriously: All the vehicles 
can be configured to utilize 
both sticks, one for thrust and 
one for movement. All controls 
are also fully customizable. 

The objectives of the mis- 
sions, always an important 
part of G-Police, now allow 
you to change attack vehicles. 
For example, although a 
mission may start by using 
the Venom, a fast attacking 
plane, one sequence may 

place you in the driver's seat of the Rhino, a police 
car. Also prominent in each vehicle is the radar 
display^ — an absolute necessity in Weapons of Justice. 
Since the mission objectives change frequently 
thanks to a very good story line, the waypoints to 
success come quickly. Accessing the map constantly 
would break up the action, so the player follows an 
indicator that points out the direction and distance of 
the next encounter. 





Vehicle Variety 



^Aultlple vehicles are now integrated into the vanety 
of missions. The traditional Havoc aircraft remains, 
but players will also pilot the Raptor, a two-legged 
attack mech. 




Wire-frame 
models will 
make it easier 
for you to hunt 
down and 
destroy the 
crime syndicate. 





Encounters are fast and furious and the city is 
more alive and detailed than ever. The residents go 
about their daily business, clogging the streets, 
while the police work to limit civilian casualties. 
The increased graphic detail helps bring the game- 
play closer to the look of the beautiful rendered 
cinemas that are a Psygnosis trademark. At this 
point G-Police: Weapons of Justice looks like it may 
improve on the original in every way. 
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The Raptor 
is slow, but 
has the abil- 
ity to jump 
extraordi- 
narily high- 
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Previews 

An carEy took at the games oF tomorrow 



Theme Action 



% Complete 100% 



Publisher Namco 



tt of Players 1-8 (see below) 



1 



Availability Now 



Developer Hudson 



Point Blank 

Just when you thought it was time to retire your GunCon 
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Breaking it Down 

Point Blank 2 has 78 new stages 
arranged for your shooting pleasure. 
Here's the breakdown: 



' Rec| 
7 Black & White Target stages 
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S Grouping -" 

of a certain type)j 
£5 Rapid Fire stages 
5 Defense s 

and Di; Dan!) 1 
^ Gangster Hunt-style stages 
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8 Animal Target stages 

R Brain Teaser 
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6 Variety stages (including Galaga!) 
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Despite its excellent 
design and imple- 
mentation, Namco's 
QunCon device has only 
picked up two notable 
games {for a whopping tota 
of three) since its debut in 
1997. One of them was 
Point Blank, a frenetic 
gallery shooter that brought 
back the glory days of 2D light gun 
mayhem. With its sequel. Point Blank 
2, Namco has crafted 78 new stages, 
and refined its plenitude of multi- 
player modes to put your reactive 
skills to the test. 

Unlil^e the original Point Blank, which 
initially enjoyed moderate success in the 
arcade before being ported to the PlayStation, 
this sequel was designed specifically for the 
home market. Through the alter egos of 
returning adventurers Dr, Don and Dr. Dan, 
players can take on the challenge in Arcade, 
Endurance or Versus play. Overall, the stages 
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themselves have evolved to accom- 
modate more depth of play. 
Aside from the usual suspects of 
pop-up police targets or rapid- 
fire twitchers, Point Blank 2 also 
contains stages that require a little 
headspark before pulling the trigger. 
Puzzle stages such as shooting the correct 
answer in a math problem, blasting the correct 



letter to complete 
a word, or a simple 
game of Simon Says 
provide welcome relief 
from endless amounts of 
""^ \^ target practice. 

^^ Another improvement in Point 
Blank 2 is the increased emphasis on multiplayer 
action. The game's Party Mode allows tournament 
play or a team battle royal for up to eight players 
(two at a time). Also included in Party Mode is 
Turf War, a minigame where up to four rivals 

attempt to capture as many 
squares as possible within a 
specified number of rounds. 
When players overtake an 
opponent's square, a show- 
down ensues and players duke 
it out in random stage competi- 
tions. Graphics and sound 
remain steadfastly loyal to the 
original Point Blank aesthetic — • 
there's pixelation all over 
the place and the designs are endearingly primi- 
tive. To round off the package, Namco has 
obligingly refined Point Blank 2's Quest Mode 
into something much less annoying. 

If s time to scratch the 
itch on that trigger finger 
because Point Blank 2 
will be shooting 
anything but blanks. 




Point Blank Theme Park 

Similar to its forerunner, Point Blank 2 also sports a Quest Mode for 
all those who crave goals beyond the usual ''beat the high score" 
mentality. In order to rescue the damsel in distress, players must 
successfully dear four areas distinguished by theme: Cosmic Driver 
Supper [sk] Bullet Train, Haunted House and the Abyss Tours, Players 
move through each given area by shooting arrow icons and avoiding 
encounters as best they can. As always, skirmishes are resolved by the 
completion of a random stage. 





Previews 

An eaHy look at the games of tomorrow 



Thema Action 



tt of Players 1 



% Complete 60% 



Availability 02 ^99 



Publisher Fox Interactive Developer Argonaut 



Alien Resurrection 



It's Facehuggeriffic! 



Rare is the science-fiction fan who doesn't rate 
at Least one of the Alien movies {and most conn- 
monly, Aliens) among the top sci-fi films of our 
time. So it's not surprising that the series has spawned 
an entire stable of video game incarnations. The Latest 
is Alien Resurrection, under lengthy development at 
Argonaut Software, the folks responsible for Croc; 
Legend of the Gobbos (as well as Croc II, previewed 
elsewhere in this issue). After a host of revisions, the 
game is finally nearly ready for a 
spring release, and it appears the 
multitude of game tweaks have 
been for the better. 

The game will loosely parallel 
events in the film, with players 
taking on the roles of Ripley, Cal, 
Johner, DiStephano and Christie 
as they race through the decks 
of the spacecraft Auriga in an 
attempt to stop the maniacal Dr. 
Wren from infesting Earth with 
the deadly aliens. Interestingly, 
the game will include areas of 
the ship that appeared in the 
first drafts of the script and set 
design but were scrapped for 
the final production. 

There won't, however, be a 
great deal of time to admire the 
scenery; Alien Resurrection is 
an action game through and 
through. The game includes nine different weapon 
types, which can be modified with upgrades collected 
within the levels. The arsenal includes such satisfyingly 
devastating weapons as a flamethrower and a freeze 
gun. But you won't want to neglect the less powerful 
weapons or you might find yourself quickly indis- 
posed; nail an alien with too powerful an attack at too 
close a range and you might just get taken out your- 




self by the splatter of its acidic blood. Sounds 
like there will be at least some elements 
of strategy amidst all the action. 

All the environments and characters 
are fully polygonal, which allows the 
game camera to make dramatic 
adjustments to tailor the view to the 
action on screen. While this sort of thing ^ 
has proved less than perfect in other free-roaming 

shooters like One and Apocalypse, 
the focus in Alien Resurrection is 
cinematic rather than sensation- 
alistic — that is to say, the 
camera movements are 
intended to create atmos- 
phere rather than simply 
to show off all the pretty 
polys — which may prove 
an important distinction. 
The polygonal models 
also allow the game to 
re-create classic film 
elements like the 
Facehugger impregnation and 
subsequent Chestburster alien birth. 
This is more than just a fancy death 
animation, however; if a Facehugger 
attaches itself to you, youll have a . 
limited amount of time in which to 
get to a medical station to have it 
removed or youll end up an 
unwilling parent. 

As of this writing, it was recently announced that 
early plans are already being laid for the next Alien 
film, which will apparently be co-written by Sigourney 
Weaver herself. With Alien Resurrection expected to 
release around the time of the 20th anniversary of the 
original film's release, it looks like this series has 
plenty of acidic blood still pulsing through it. 




Family reunion 














Some readers may be surprised to learn that In addition to the numerous Alien games available 
for just about every game system m history, some other games have been released that are also 
related to the films — perhaps not so closely, but no less important First we have The City of Lost 
Children (above left), which was released for both the PlayStation and the PC. The game is based 
on the film of the same name, which was directed by Jean-Pierre Jeunet, the director of Alien 
Resurrection. Next Is Darkseed (above center), a PC game based on designs by H.R. Gelger, who 
designed the original Aliens as well as many of the movie sets. And finally we have Ghostbusters 
for the Sega Master System (above right). See, Sigourney Weaver was In Ghostbusters... 





The dark hallways of the Auriga are 
re*created In painstaking detail 




s?ss: 



i 



/ 



Ll 






mi 



w Four DiscCollec 



> 



I 



stant 






W ' 


?/" 




\ 


w^ 









/ 



y. 



^ 



^ 





/ 





<( V 



':3^ 




X 







/ 



,/ 



V 



Includes: 2 Game 



xcluswe "Mi 
"k 50+ Minutes ofM 



L 



MiUl 



e Ammatt 




Artbook/mstruction 
idin 

■ .J 



rom t 
-A Full-color Cloth Mapi 




u 



nualli 



xcer 




"i. 



VWQRKING DEggifi® 



V 



■aw and the PlayStation logos are regtstefecl fradRmarks of Sony Computer Emerlainmenf Inc. "LUIJAR' (& a r^PHTOirad eiMrK of Game Aits/WorkHlKsigns, licensed froiT^E^P \v-j workiri(| Di.. 
fl^iWs/Studio Alex 1992 Re program mecf game ^ Game Arts/Kadokawa Shoten 1998. English Translalion ^ Wgrl^ Designs 1998, 1999, "Working \)fm^. 's ^ regist(?f&tl imdom^rk af Working D^ 
:; SBRetluji! Web Address: http://wM.vjo rkingdesionsxom For a dealer neai^ 








Previews 

An early look at the games of tomorrow 



Tfieme Fighting 



fl of Players 1-2 



% Complete 30% 



Availaiyjlity May 



Publisher Square EA 



DeveEoper Dream Factory 




Square's 'Tinal Fantasy Fighter" hits the PlayStation loaded with extras 









^ Big muscles are no match for 
Cloud's mighty sword* 
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Square's first title of 1999 will arrive in the form 
of Ehrgeiz, a 3D fighter from the folks who 
brought us Tobal No. 1. Nearly a year ago, the 
game's arcade debut (in cooperation with Namco) 
was greeted with a mixture of curiosity and indiffer- 
ence. Luckily, Ehrgeiz has been given the royal 
makeover as an arcade-to-home conversion. 

Events leading up to the international Ehrgeiz 
competition center on a mysterious sword excavated 
from the remains of an ancient German castle. The 

Materia engraved in this sword is 
so sought after that not even our 
friends from Final Fantasy VII 
could resist joining the fray. 
Often dubbed the "Final Fantasy 
Fighter/' Ehrgeiz makes good 
use of Square's popular franchise 
by bringing bacK familiar faces 
like Cloud, Tifa, Yuffie, Vincent 
and the setf-destructive Sephiroth. Final Fantasy char- 
acters aside, Ehrgeiz includes other interesting con- 
testants who range from kickboxers and martial 
artists to wrestlers and ninjas. 

As the brainchild of Dream Factory and Square, 
Ehrgeiz has inherited Tobal's basic look and feeL 
However, gameplay places more emphasis on the use 
of special attacks and the need to strategically exploit 
each multitiered 3D stage. Players can also pick up 
items to assist them against their opponents by 
smashing wooden crates strewn about the arena. 
Ehrgeiz sports the same visual bombast emblem- 
atic of previous DreamFactory titles. 
Ehrgeiz pushes the PlayStation hardware 
with high-resolution 3D graphics that 
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Take Control of Koji 
Matsuda and Head for 
the Forsaken Dunqeon 






Unlike the haphazard Quest Mode in 
Tobal No. 1, where control issues were 
constant reminder of its shortcomings, 
Ehrgeiz opts for gamepiay that stands 
independent from the fighting engine. 
The dungeon is packed with lots of 
ambiance, not to mention swarms of 
miscreants in every room. Aside from 
leveling up your character stats, you 
can pick up weapons, shields, magic 
items and food to aid you in your 
quest for immortality. 



scream at a silky smooth 60 frames per second. 
Equally stunning is the choreography of the moves, 
exquisitely motion-captured for maximum realism. If 
it's eye-candy you're looking for, Ehrgeiz is a veritable 
sweets factory of quality and style. 

Among the added characters and minigames 
strewn throughout Ehrgeiz, the PlayStation version 
will also contain a full-featured action/RPG (see side- 
bar above). Square is looking to release this game 
sometime in May. 
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Let the Minigames Begin 



Take a break from pummeling your friends and 
check out the four minigames accessible from 
the main menu. 

INFINITY BATTLE: This minlgama is a glorified 
"survival mode" in which players must defeat an 
endless wave of enemies in the shortest amount of 
time to replenish health and rack up points, 

BATTLE RUNNER: In this wacky minigame, pEayers 



race around a small circuit while beating each other to 
a pulp. Roller Derby^ anyone? 

BATTLE BEACH: Sprint, dive and jump your way to 
victory fn this track-and-field-type clone. Better bust 
out the ol' velcro wallet. 

BATTLE PANEL: The most worthwhile of the mini- 
games has the cast of Ehrgeiz playing through a 
variation of the game Othello. Addictive and fun. 



Previews 

An early look at the games of tomorrow 



Theme Adventure 
% Complete 30% 



Publisher Kooami 



tt of Players 1 



Availability June 



Developer KCES 



Soul of the Samurai 

A chance to star in your very own samurai action movie 






They didn't skimp on the blood and 
gore in SotS, that's for sure. Someone 
get this guy some Kaopectate. 
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Konami has been on a roll 
lately, first with Metal 
Gear Solid and then the 
excellent Silent Hill; now they're 
hoping to continue that hot 
streak with the action/adven- 
ture game you see before you — 
Soul of the Samurai- Don't be 
surprised if the screenshots looh 
familiar but you don't recognize 
the name — previously known as 
Japan, then Shogun Assassins, and then Samurai 
Legend, this game has been through nnore name 
changes than the artist formerly known as Prince. 
Hopefully that's the only thing the two wilt have 
in common. 

Set in medieval Japan, Soul of the Samurai lets you 
choose from two different characters right at the 
start of the game: the hard-bitten wandering samu- 
rai Kotaro, or the stealthy female ninja Rin. Which of 
these two warriors you choose changes not only the 
game's storyline (although both overlap to some 
degree) but control and gameplay as welL Kotaro's 
sturdy samurai blade is more powerful and has great 
range, but Rin/s short sword allows for quicker move- 
ments and damaging combo attacks. The motives 
driving the two characters also differ, but their main 
objective is the same — get to the bottom of what (or 
who) is corrupting people and causing the deaths of 
villagers in their hometown. 

Although Soul of the Samurai has its fair share of 
action elements — like special moves you learn as the 




game progresses, as well as jumping, blocking and 
combo attacks — ^these are all worked into the larger 
frame of an adventure game. Sure there's plenty of 
hack-'n '-slash fighting, but players also need to talk 
to villagers to discover clues, gather items to open 
new areas, even use a map to find their way through 
the game. It actually plays somewhat like Resident 
Evil without guns, a comparison that makes even- 
more sense when you notice both games also use 
polygonal characters on rendered backdrops. 

It's still too early to tell if Konami's latest title will 
be up to the high standards set by their recent hits, 
but we like what we've seen so far. The graphics are 
looking great and the overall theme of fighting 
samurai and ninja in ancient Japan seems to lend 
itself perfectly to this type of game. If Soul of the 
Samurai can successfully add some great storytelling 
with fluid, fighting game-style controls (an aspect 
that still needs work at this point), Konami might be 
able to make it three great games in a row. 



Choose your own adventure 
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Soul of the Samurai lets you choose between two main characters 
for your game. The nimble ninja Rin (top left) is on a search for 
her older brother, who taught her the skills of a warrior when they 
were young (as told through the flashback pictured above). The 
wandering samurai Kotaro has returned to visit an old friend, but 
quickly discovers something is amiss in his old hometown. 



Previews 

An early look at the games of tomorrow 



Theme Sports 



tt of Players 1-Z 



% Comptete 80% 



Availability April 



Publisher Electronic Arts Developer EA Sports 




Play 2000 



EA's baseball game tries to capture the renewed excitement of the nation's pastime 
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After years of delivering a great baseball simu- 
lation that played slower than the game of 
baseball itself, it appears that EA finally 
wised up and addressed Triple Play's nagging 
gameplay problems. 

Last year was a grand, record-breaking one for 
baseball, and the pressure is on for baseball video 
games to re-create that excitement on the televi- 
sion screen. With this in mind, EA shifted the main 
focus of Triple Play 2000 to making the game fun, 
while still being a credible simulation. The result is 
a more offensive-minded game that delivers 
smooth gameplay and easier hitting. Now, before 
you baseball purists balk at hitting getting easier, 
you should consider that the quality of pitching in 
the league is subpar at best making it perfectly 
logical to make the game more offensive. 

Regardless of whether you want hitting to be eas- 
ier or not; the improved frame-rate is something 
that everyone should appreciate. Triple Play 2000 
moves much more smoothly and fluidly than its pre- 
decessors — if s almost like an entirely different 
game. If the graphics were sacrificed to achieve 
this, it's not apparent in the playable version we 
sampled. The players look impressive, with a variety 
of great animations, particularly some really cool 




(and violent) collisions at the plate. 
Furthermore, their faces look real, 
almost frighteningly so, thanks to their 
facial expressions that change relative 
to what happens on the field. One 
unexpected addition to the graphics 
are light trails that are visible when a 
ball is hit or thrown hard. Much like 
the Fox glowing hockey puck, the 
baseball has a glow to it. While the 
effect is nice to look at, baseball 
purists may find it annoying. In this 
version, there's no way to turn it off. 
Hopefully, EA has the foresight to 
make this a selectable option. 

And why not? The game 
is loaded with features and 
options such as more hit- 
ting control, selectable 
batter stances, fielding 
aids and a new rookie 
mode. This, of course, is in 
addition to the unmatched 
play modes, excellent two- 
man commentary, loads of 

stats, and in-depth features that have always made 
the Triple Play franchise appeal to hardcore fans- 

WeVe guessing they'll like this game too, even if 
Triple Play 2000 is faster-paced and more glitzy 
than the games at the ballpark. 
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A Home Run Derby for the Ages 

In this year's Triple Play, EA decided to somethmg a lit- 
tle different by going back to the rules used in the 
Home Run Derbys of the '40s. instead of having lots of 
piayers swinging for the fences, this version focuses on 
one-on-one competition with three outs and a set 
number of innings. 



Do You Care? 

This is the first title of EA's 

sports lineup to not use an 

abbreviation of the year. We're 

guessing that Triple Play '00 

just wouldn't have been as 

compelling. 










Optional fielding 

aids help 

beginners tfacl< 

down those 

hard-hit balls. 



The number of camera angles EA 

claims are used during gameplay. 

We're inclined to believe them since 

we've seen around 10 of them 

used to show home runs. 






18^ Morkl^tcGwire .238 




Whew, sure is hard mal<ing seven million a year 
standing around in the outfield between pitches. 



Previews 

An early look at the game$ oftainorrow 



Theme Racing 



tt of Players 1-2 



% Complete 90% 



Availslitlitv March 



Publisher Electronic Arts Developer EA Canada 



Need For Speed-. High stakes 

EA raises the price for victory in the deepest NFS game yet 



Electronic Arts has learned a few lessons from 
Sony's ubiquitous Gran Turismo and is apply- 
ing thenn to Need For Speed: High Stakes, 
the fourth game of the series that's set to release in 
March. While Need For Speed III emphasized 
arcade racing at the expense of accurate physics or 
car ownership, NFS: High Stakes will up the ante 
by combining accessibility and realisnn to create 
one of the most white-knuckled rides ever, 

NFS: High Stakes continues its tradition of car 
worship by boasting an impressive array of 
European and U.S. machinery. Each of 
the 1 5 (or more) cars is given an exquis- 
ite amount of detail — from visual and 
audio representation to more tactile 
features like handling, drifting and 
upgrading. On the single-player side, 
there is the instantly gratifying Test 
Drive Mode, which allows you to take 
unlocked cars for a spin on a total of 
eight different tracks. In Tournament 
Mode, players take on the role of ownership and 
progress through a series of tournaments, which 
get progressively more difficult as the cars become 
more exotic and more expensive. Winning tourna- 
ments and special 
events will earn you 
cold cash toward the 
purchase of that elu- 
sive Ferrari 550 
Maranello or 
McClaren's fierce 
F1 GTR. 

Over time, collectors 
may amass a fleet of exotic autos to be used in 
two-player "High Stakes" games, In a High Stakes 
game, two players compete by housing their 
machines on individual memory cards and race 





each other for "pink slips/' 
whereby the loser forfeits his car 
to the winner's memory card. 
Another important aspect of a 
High Stakes game is the 
accountability of car damage. 
Nothing hits the pochetbook 
harder than a totaled Lamborghini Diablo SV. To 
top off the evolution, last year's Hot Pursuit Mode 
has been considerably modified to emphasi2e two- 
player cops-and-robbers duels. 

The only discernible blemish on what is other- 
wise a game of enormous potential, is the slow- 
down that occurs when more than a couple cars 
are present on the 
screen. If Electronic 
Arts can stabilize 
the frame-rate by 
the time of its 
release, Need For 
Speed: High Stakes 
will undoubtedly 
stand among the 
year's best. 



HiQh Rollers 

In a two-pSayer High Stakes game, 
contestants will have the optJon to 
battle It out in a winner-takes-all sce- 
nario. When players enter Pink Slip 
Mode, they are forewarned that cars 
may permanently be removed from the 
memory card — depending on the out- 
come of the race. Also incorporated in 
High Stakes is the fact that car damage 
must now be repaired for optimum 
performance. The consequences 
of losing control have never been 
more costly. 






Plow through hordes of angry cops 
in the Hoi Persuit Mode (left). 



The Hot Pursuit of Happiness 

Similar to the Hot Pursuit modes featured in previous mcar- 
nationsp NFS; High Stakes continues to prey on our cultural 
fascination with fleeing from The Man. Subtle changes to the 
core gameplay have made Hot Pursuit more enioyable. 
Fugitives can now slam on their brakes and watch law enforce- 
ment fishtail and circle back. It's not over until It's literally over. 
In two-player duel mode, cops have spike belts, roadblocks 
and back-ups at their disposal while the "suspect'' must 
weave in and out of his traps. 



Previews 

An early look at the games of tomorrow 



Theme Fighting 



of Players VZ 



% Complete 70% 



Avaiiability June 



PubllsiierAGETEC 



Developer Ascii 



Fighter Maker 

Create the fighter you've always dreamed of 
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HOW many times have you played 
a fighting game and said, "That 
move was weak! I could have 
done something better than that." 
Well, now you've got your chance, 
i Fighter Maker includes a full fight- 
ing game with a complete roster 
of 20 unique characters available right 
from the start, but the fun begins 
when you start creating your own 
player. Everything from the character's 
walking and blocking animations can be 
altered, giving you complete 
control over their personality. 
When we say complete con- 
trol, we mean control down 





to individual limbs! You can even move the 
human body in ways that are physically 
impossible in real life. Would you like your 
player's winning animation to involve com- 
plex yoga maneuvers? Done! Do you want a 
character who has the Macarena as a spe- 
cial move? Done! The possibilities are limited 
only by your imagination. 

If you are not quite daring enough to start 
from scratch, Fighter Maker has 600 preset 
moves — encompassing 20 different fighting 
styles from wrestling to kung fu — ^that you can 
either mix and match to build your character's 
repertoire (an impressive arsenal of 69 different 
moves) or alter to your liking. Say there's an 



uppercut move that you feel 
should cause the enemy to 
float six feet in the air instead 
of falling to the left. Simply 
edit that move and it's done. 
You can also change the 
sound effect accompanying 
the move; for instance, you 
can add the sound of break- 
ing bones to a grab move or add a slapping 
sound to an attack on your opponent's head. 
Now, the whole process of creating moves 
and characters may seem extremely daunting, 
but due to the intuitive interface, it sounds a lot 
more complicated than it really is. And if you 
do run into trouble, you can get help from the 

massive 72-page manual 
that will be included with 
the game, 

If building a better fight- 
er sounds like a dream 
come true, you might want 
to set aside a little extra for 
a new memory card or ten; 
each character you create 
requires a full 15 blocks 
of memory card space! 

Although there has been no official 
announcement regarding the U.S. release of 
this game's sister title, RPG Maker, we expect 
that if response to Fighter Maker is favorable 
enough, RPG fans may just get a 
chance to build their own adventures 
sometime soon. 







Total moves to choose from 








The developers included a special treat 
for fans of Street Fighter EX: SkuJl- 
o-mania {above) makes a cameo 
appearance in Fighter Maker. 



Previews 

An early look at the games of tomorirow 



Driver 



Rip through four U*S. cities on a mission 
to infiltrate and take down a crime ring in a 
new racing/action game from Reflections, 
the developer of Destruction Derby 1 and 2* 

In Driver, you take the role of an undercover 
cop who poses as a driver for hire, carrying out 

approximately 25 missions in New York, Los 
Angeles, Miami and San Francisco. 

The game is set in the 70s, and boasts 
accurate maps that include each city's 
landmarks and back alleys. The 3D maps 
are Littered with details like working traffic 
lights, pedestrians who jump out of the way 
of oncoming cars, and other motorists and 
patrolling cops. 

Driver also features realistic damage model- 
ing and physics on all cars, so you'll actually 
see your fenders bend and your hubcaps fly off 
as you tear through tight turns. Throw in a 
pinch of corruption and a dash of double-cross, 
and youVe got what may be a tasty recipe to 
satisfy fans of car-based action games. 





The funky '70s style and cinematic camera angles are meant 
to evoke the feeling of classic Hollywood car chases. 
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Driver's plot line will twist and turn as many 
times as that snazzy yellow gas guzzler will 
when trying to evade the cops. 





Theme Action 



n of Players TBA 



% Coinplete 60% 



Avaifability July 



Publisher GT Interactive Devfiioper Reflections 
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© 1999 The 3DD Cofnpany. All Rigltis Reserved. High Heat Baseball. TruPlay, 3Da and M\ respecrive logos, are (radeinarks and/or service mk% pf Tiie 3D0 Cdnpany ii the U.S. and other coumries. All oiher irademark:^ bdong lo iheir respective 
' owners. ® MLBPA Official Licensee - Major f [;ague Baseball Players Association. PfayStation and tlie PlaySiation logos are registered irademaiks of Sony Compuier Enteitaififneoi Inc. 30lx Interactive, ii^c. is © 1998. TIib 3Dljr 
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"Tqp-xLOtcli axcade plaj; tlie "best l>asel>ali game AT'-PC6amer 

■ TruPlay™ Al guarantees true-to-!ife base ainning, fielding, and managing 

• Motion-captured polygonal players in a 3D environment ensures authentic major- league gameplay 

• Broadcast-style camera angles and VCR features allow you to replay the action from any angle* 



"...all tHe intxicacies of a Teal game, fro3n line drives to 

tie sxiicide squeeze arid the double switcl." 

-Family PC 

' Blazing fast gameplay and all the action of a highlight reel 

• Pro-style interface that brings you into the game 

• Head-to-Head Multi-pSaYer action via LAM modem, or Internet* 



"TMs ganue feels like 'basebaU.,.gceat gameplaj, axid supex 1 

No otliex gaxae does tliese tilings." 

- PC Sports Games 

i ■ ■ 

• New 1999 IWLBPA player rosters and 1 998 career Stats 

' Career Mode includes a realistic aging curve, player retirement and new rookie prospects* 

■ Make block buster deals with Multi-pf ayer frades and Mae^age-only mode to control key aspects of gameplay" 

*PC version only 
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3DO 



- Trip Hawkins, President 3D0 
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Previews 

An early look at the games of tomorrow 




Gran Turismo 




Theme Racing 



« of Players 1-2 



% Camplete 40% 



i^r 




Availability 02 '99 Piibltsher Sony CEA Developer Polyphony Digital 

At long Last, the follow-up to the PlayStation's most brilliant racing 
game has been officially announced for release this summer. The 

sequel promises some impressive enhancements over the original. The 
game wiiL play host to more than 400 different vehicles (the original had 
150), all of which should loo^; even more impressive with the game's 
improved car models. There will be lots of new modifications to 
enhance your car's performance, and more than 20 tracks to test 
them out on. With the game's updated physics engine, you'll 
notice every little tweak. 

Suffice to say, Gran Turismo 2 promises to push the 
PlayStation to the limits, and will probably raise the bar for rac- 
ing games— just as the original did a year ago. Keep an eye on 
0PM for the latest information on what promises to be the rac- 
ing game to beat in 1999, 






Blue Planet's forthcoming take on Tetris stays true to the classic white adding a few 
new elements to keep it fresh. Along with the original ganoe, there is a multiplayer 
option that offers an interesting way to attack your opponent: When you clear three or 
more tines, your foe's Tetris board spins and wobbles, potentially throwing him off course. 
And while the game only uses the standard four Tetris shapes, some blocks can break away 
to fill empty spaces and other blocks can bond with like colors to help clear big chunks. 



Theme Puzzle 



ft of Players 1-2 



% Camplete 70% Availability June 
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PuWisfier Hasbro Int Dtvetoper Blue Planet Soft. 
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X-Men 



r 



Hello Kitty's 
Cube Frenzy 

What's sure to be the cutest game of the year, 
even edging out the upcoming Elmo titles, is also 
shaping up to be a fairly sotid puzzler. The game 
piays like a cross between Lode Runner and Tetris, 

with failing blocks that help create paths and 
remove obstacles so Kitty can grab alt the goodies 
and avoid her too-cute enennies. 




Theme Puzzle 



tl of Players 1-2 



% Coinpiete 95% 



Availability March 



Publisher NewKidCo 



Developer Culture Put). 



Theme Fighting 



ft of Players 1-2 



% Complete 40% Availability 03 '99 
Publisher Activision Developer Syrox 



As promisedr here's the latest 
update on Activision's forthcoming 
3D fighting game. Due out this 

summer, X-Men is still fairEy early 
in development making the details 
sketchy. We do know that the game 
will have special Tournament Modes, 
fight summaries and a unique ranking 
system. Characters will show visible 
1 damage when hurt, and can also 
perform finishing modes (a la Mortal 
Kombat 4). Look for a full preview 
in a future issue* 








Evil Zone 




This is Titus' first attempt at a PlayStation 
game, and they're really picking a tough genre 
to debut in* Evil Zone is a fighting game that 
includes a Story Mode and a Survival Mode, in 
addition to the requisite fare. There are 10 
different fighters, 11 different backgrounds and 
lots of weapons. Right now Titus is scoping out 
alternative bands to provide the soundtrack. 



Tiieme Fighting 



tt of Players 1-2 



1 



% Complete 60% Availability May 



Publisher Titos 



Developer Yukes 




High Heat 
Baseball 



One of the first games that Trip Hawkins, CEO 
of The 3D0 Company, worked on was the criti- 
cally acclaimed Earl Weaver Baseball* It will be 

interesting to see if that experience will pay off on 
his company's High Heat Baseball. The game is 
being developed by a team that only does base- 
ball games, and they're promising a game that 
looks and feels real. Don't they all? 
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Theme Sports 



tt of Players l-Z 



1 



% Complete 40% Availability 02 99 



Publisher 3D0 



Developer Team .366 



Grand Theft Mito. 
London 

This is the first PlayStation mission disc to be 
released in the U<S., 

and it couldn't have 
happened to a more 
controversial game. 
Basically, you can 
took forward to more 
of the same. It's set 
in London in 1969. 
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Theme Action 



tt of Players 1 



n 



% Complete 50% Availability 02 '99 
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Publisher Rockstar Developer Rockstar 
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Theme Fighting 



tt of Players 1-2 



% Complete 80% 



Availability May 



Publisher Sony CEA 



Developer Hudson Soft 




Bloody Roar 2 

There's nothing sexier than humans that turn into beasts in 
the middle of a fight and Bloody Roar 2 promises to bring 
plenty of that action to the PlayStation. The sequel will 

return four characters from the original while adding seven 
new oneS; two of which are hidden. New features include 
Analog Dual Shock support, a Story Mode, custom combo 
moves, higher resolution graphics and a vastly improved 
frame-rate that screams at 60 frames-per-second. 





PlayStation and :hD PlayStation logos are registered trademarks of Sony Computer Enteriainmerit Inc. CRASH BANDICOOT: WARPED TM &© 1998 Universal Interactive StudioSj Inc. All rights reserved, Find us 
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After some hard-core traloingf he's ready to 
warp through time and take on all-new worlds. 
Ride down Route 66 on a bike. Dogfight in a 
biplane. Swim through Atlantis, Or run through 
the Jurassic era. You up for it? Crash is. He's 
got an all -new, supercharged body-slam, a 
double jump, a death tornado spin and a 
bazooka. You can even play as Crash's kid sis- 
ter. Coco, CRASH BANDiCOOT: WARPED^' is 
here. And It's his most insane adventure ever. 
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OH YEAH...HE'S REi 

www.ptaystattofi,com 



atwww^Liriiversalstudiosxom. De\/eloped by Naughty Dog, Inc. All rights reserved. Visit us atwww.naughLydog.com 
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An early look at the g^mes of toinorrow 
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PocltetStatron 

SoRy 

Sony's new PocketStation memory-card- 
and-portable-minigame-machine-in-one was 
finally released in Japan on January 23, and 
promptly sold out all over the country later 
the same day. Sony had already delayed for 
a month the launch of the bite-sized systenn 
anticipating high demand, but apparently 
was still unable to match the public's 
appetite for the exciting new peripheral. 




Even now, almost a month after its release, 
PocketStations are still hard to come by in 
Japan; luckily we here at 0PM were able to 
snag two (we simply had to have one in 
each color to match our outfits!). Here's our 
hands-on report* 

Even though we've all seen pictures of the 
PocketStation for months now, it's not until 
you hold one in your hands that you realize 
how really tiny and 
compact it is — barely 
bigger than a stan- 
dard memory card, 
and almost the same 
weight. The black- 
and-white display 
may have a low 




resolution {32 dots by 32 dots), but the 
screen is still impressively crisp and clear. 
The PocketStation's audio, relayed through 
a speaker on its back, is also nothing fancy, 
but is good enough to play simple music 
and even convey voice samples (like the 
announcer saying "Fight!'' in Street Fighter 
Alpha 3's minfgame, for example). 

There is no on/off switch for the 
PocketStation, but you can activate it any- 
time by pushing the action button or plug- 
ging it into a powered PlayStation; to turn it 
off, just let it sit for 60 seconds and it will 
power itself down. Out of the box, the first 
thing you need to do is set the time and 
date. Then you can set an alarm, and choose 
between two volume levels or turn the 
sound off. In fact, about the only things sep- 
arating the default display on the 
PocketStation from most digital watch faces 
is the picture of a heart beating along to the 
time and a small number in the lower left 
corner showing how many memory card 
blocks (out of 15) are currently fulL 

Pushing the left or right D-buttons will 
cycle through whatever minigames or mem- 
ory card saves you have stored on the 
PocketStation; once you find one you like, 



press the action button to 
start, and when you are 
done press it again and 
hold to exit back to the 
main display. Minigames 
saved on the PocketStation 
function just like normal 
game saves as far as the 
PlayStation is concerned; 
they take up a certain 
number of blocks (any- 
where from 2 to 12 in the 
games available so far, 
depending on their complexity), have an 
icon that appears on the memory manager 
screen, and can be transferred to a standard 
memory card just like any other game save. 
By the same token, normal memory card 
saves show up on the PocketStation using 
the same icon that appears on the 
PlayStation's memory management 
screen (except of 
course, they are in 
black and white). 

When it is plugged 
into the PlayStation, 
the PocketStation 
turns itself on if it 






isn't already, and flips its display over so it 
can be read easily. Whenever it is busy 
being read or downloading a minigame or 
save file, a bright red light in the IR com 
port glows, letting you know the 
PocketStation is busy and not to remove it. 
With a super-compact and clever design, 
infrared communication port, 
memory card abilities and its 
own internal clock, the 
PocketStation opens up whole 
new avenues of special fea- 
tures and gameplay ideas for 
developers to tap. Check the 
next couple pages to see 
what they have come up with 
so far, and keep an eye on 
0PM for future developments 
and full coverage of the U.S. 
PocketStation launch, hope- 
fully coming soon. 
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NOTE: Some of the following minigame names are 
translations or were made up when titles didn't 
exist All titles are subject to change. 

STREET FIGHTER ALPHA 3 

Capcom, Memory Size: fl Blocks 

One of the most complex and entertaining games 
for the PocketStation yet, Street Fighter Alpha 3's 
(or Street Fighter Zero 3 as it's known in Japan) 
minigame, named "Pocket Zero," is a perfect exam- 
ple of using the PlayStation and the PocketStation to 

complement each other. 
Players start with three charac- 
ters on their PocketStation, and 
through minigame training 




and fighting, 

earn more 

fighters and experience points, which can then be 
applied back to the World Tour mode of the 
PlayStation game. A very cool idea that works 
great. Here's a look at a few of the different 
minigame modes: 




Practice: Earn experience by 
shooting fireballs at passing 
targets or by dragon punching 
pads that lower from the top 
of the screen. The better your 
timing, the more experience 
you can earn. 




Fight: Pick three fighters 

and arrange them in the 

order you want to square off 

against the computer or 

against a friend's 

PocketStation, You can train 

your fighters all you want, 

but once battle begins they 

are on their own. The com- 
puter controls both sides as 

they fight back and forth until one team loses al 

three team members. Whether your fighters hit or 

miss all depends on how well 
they are trained, and of course 
a little bit of luck. 

Slots; gamble experience 
points in this slot machine-style 
game where you try to line up 
three like symbols. 
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POCKET 
MUUMUU 

SCEl, Memory 
Size: Variable 

Based on 
characters from 

the Jumping 
Flash series of 
3D platformers, 
Pocket MuuMuu 

is Sony's first game made expressly for the 
PocketStation, and the first in an line of ''Pocket 
titles (see sidebar)- The idea here is to earn money 
by scoring high on PocketStation minigames, in 
order to buy more minigames and build an amuse- 
ment park in the PlayStation section of the game. 
You can even try the minigames out on a 
PocketStation emulator on your PlayStation before 
you decide to download it. Pocket MuuMuu also 

reads the 



PocketStation 's 
clock to deter- 
mine what time it 
is, and uses that 
information to 
change things in 
the game. For 
example, in the 
background sky. 
day changes to 
dusk and then to 
night just as it is happening in the real world, and 
certain shops within the game are only open during 
certain hours (except for the 24-hour minigame con- 
venience storel}, but of course you can always fool 
the game by changing the time on your 
PocketStation. Here's a few examples of the dozens 

of minigames in Pocket MuuMuu: 



Drop Zone: Guide a tiny falling 
man past curving cliff walls by 
pressing left or right. The more 
levels you can pass successfully 
the more points you can earn, 
but the further you go the 
tougher the cliffs become. 



Pytt^Pittt Golf: Use the left and 
right buttons to tine up your shot, 
then tap the action button to 
shoot. Score more points for each 
of the six holes you can finish 
under par. 









Pocket Dungeon 

Available: Spring, SCEl 

A minf-RPGp Son/^s next game in 
their "Packet" line lets you move step 
by step through various dungeon 
mazes, fighting monsters and searching 
for treasure. 
Combat is much 
more simple \ 

than your aver- 
age RFC, of 
course — just 
time your button [ 
press as a dam^ 
age bar quicEdy rises and falls. Exactly 
how the game works back on the Play- 
Station is stllf untTear, but ft looks like 
it involves 
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some kind of 
monster 

capturing/raising ele- 
ment, perhaps similar to Nintendo's 
popular Pokemon games. More on this 
one as it nears release this springs 

Release List 

Here's a list of all the games currently 
available or announced in Japan that 
support the PocketStation. 



Crash Bandicoot 3 



Them 



Be Pirates! 



Lunalit un 

Hello Kitty: White Present 

Final Fantasy VIU : 
Street Fighter Zero 3 



Armored Core: Master of Arena 



R4: Ridge Racer Type 4 



Poporogue 

Pocket Muu 
Monstt^r Fa rm^ 
Fish Hunter 



Worici Never 

Gallop Racer 3 
AHJapJ 

Mister Prospector 
%e Draf 

Monster World 



How 

Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
Now 
NoVir 
Now 
Now 
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Burger Burger 2 
Pocket Dungeow 



Spring 
Spring 
Spring 
Spring 
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Sumo MuuMuu; Tap the 

action button as fast as 
you can to push your 
opponent out of 
the ring before 
time runs out. 
You can even 
choose your 



own character to play as (MuuMuu, 
dinosaur, dog, Elvis, etcj. 



FINAL FANTASY 

vm 

Square^ Memory Size: 7 
Blocks 

Definitely one of the 
big "killer apps" many 
people will buy a 

PocketStation for is Square's new super-RPG, 
released just last month. For Final Fantasy 

VIII's PocketStation 
minigame, you con- 
trol a ''Cochocobo/' a 
smaller version of a 
Chocobo, in his bat- 
tles against various 
monsters, trying to 
win treasure and 
items along the way. 
We aren't quite sure 
yet how this helps you 
back in the PlayStation 
portion of the game, 
but check out our con- 
tinuing coverage of 
Final Fantasy VIH next 
issue for more details. 





find your way out in 
a limited number of 
steps. 



Dodge 'Em: Similar 

to the Crash run- 
ning minigame, 
this one has you 
running upscreen try- 
ing to gather points in 
the form of dots and 
stars while at the same 
time jumping or dodg- 
ing obstacles. 
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Horizontal Slots: Just 
like a slot machine, but 
sideways — match three 

parts of the same picture 
to win. Why, just what 
did you think we meant 
by horizontal slots? 



IQ FINAL 

SCEI, Memory Size: 4 Blocks 

Mo minigames in the 
PocketStation download 
of Sony's new puzzle 
game, but instead a sim- 
ple way to trade and 
compare saved games. Each game save dis- 
plays the name of its cre- 
ator, the number of 
levels completed 
perfectly and the 
I.Q- as scored in the 
full game, so you 
can transfer your 
best scores to 
friends to rank and 
store them on their 
PocketStation. 





MONSTER RACE 

Koei, Memory Size: 7 Blocks 
This cute little kid's game of catching and 
raising monsters (the big trend in Japanese 
games right now, if you hadn't noticed) actu- 
ally has quite a few fun PocketStation games; 

Maze Race: After only a few seconds of an 
overview of the entire maze, this game zooms 

up close to a small section of it and you must 



SPYRO 

SCE!, Memory Blocks: ?? 

Although Sony's big platform game is still 
not out in Japan, PocketStation support has 

already been 

announced for 
Spyro. There 
haven't been any 
pictures released 
yet, though, so no 
one is quite sure 
how it will be used. 




CRASH BANDICOOT 3 

SCEt, Memory Size: 12 Blocks 

Crash is just as big a name overseas as he is 
here, and Sony made sure to take advantage 
of that fact to help push the new 
PocketStation. The import Crash 3 is one of 
the best reasons yet to own a PocketStation, 
with four great minigames all staring every- 
one's favorite marsupial: 



Dancin' Machine: Tap 

the action button in 
time to the music and 
small arrows wrapping 
around the screen to 
make Crash shake that 
thang just like he did 
in Crash 2 and 3. 
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Crash Dash: Help 
Crash gather fruit 
and avoid pits by 

jumping or dodging 
left and right as he 
runs down a quickly 
scrolling screen, 




Tile Puzzlet The old 
move eight tiles around 
nine spaces to make a 
picture puzzle (this one 

of Crash screaming 
"Ma!" for some reason). 



Photo Album: This is where particularly 
memorable moments from your PocketStation 
adventures with Crash are automatically 

stored. Minigame 
high scores or dif- 
ferent scenes of 
Crash (watching 
TV, taking a bath, 
etc) that periodi- 
cally show up the 
more you play are 
all saved here. 




R4 

Kamca Memory Size: 2 Blocks 

Not really a minigame, but a handy memory 

card feature, R4's 
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PocketStation 

download lets you 

cycle through all 

the car teams and 

manufacturers you 

have earned and 

saved in the 

PlayStation game. 

Once you find the 

car you're looking for (out of a possible 321), 

you can select it and transfer it to another 

PocketStation via the wireless link port. 




IS: Internal Section 

Square 

Imagine that the people behind 
the look and style of the WipeOut 
games were given the job of 
remaking Tempest and you might 
end up with something like 
Square's latest shooter, internal 
Section, Described as a ''digital 
art shooter/' iS is indeed beautiful 
in its own way. Great care has 
been taken in every detail of the 
design, from the in-game menus 
right down to the printing on the 
CD and packaging. 




Qameplay, though, is rather sim- 
ple — ^the player controls a ship 
that rides along the edge of a cir- 
cular ''web" of sorts, blasting ene- 
mies or dodging obstacles as they 



la Final 

SCEl 

Following up on one of the more 
unusual puzzle games of recent 
memory is Intelligent Qube Final, 
a game that expands on the 
mind-boggling action of the 
original with new puzzles, new 
characters, some new moves and 
a welcome two-player split 
screen competitive mode. 

Although the basic puzzle 





fly into the screen. Strategy 
enters the game through the abil- 
ity (and often the necessity} to 
switch between 12 weapons, all 
available from the start of the 
game and named after the signs 
of the Chinese zodiac (like horse, 
tiger, dragon, etc.). 

All the graphics in iS, including 
your ship, the enemies and the 
backgrounds, are simple geomet- 
ric shapes — plain but colorful flat- 
shaded polygons that move in 
complex patterns and with dizzy- 
ing speed. Along with a heavily 
techno soundtrack the effect is 
almost hypnotic; it can even be a 
distraction, as you feel your mind 



floating away with 
your eyes locked to 
the screen unblinking. 
Most games feature 
an epilepsy warning 
stating that some peo- 
ple may experience 
dizziness or discom- 
fort — internal Section 
would probably blow 
their heads clean off 
their shoulders. 
Luckily you can pop in 
your own music CD to play along 
with before that happens, but you 
should never feel too safe with a 
game that calls itself ''the devil's 
kaleidoscope/' 



structure is the same as in the 
original, there are a few subtle 
changes this time around. First, 
in certain modes the standard 
mark-and-trigger functions are 
augmented by a Reverse but- 
ton, which lifts the entire puzzle 
board up and flips it over [see 
below). Certain puzzles can only 
be solved "under par" by 
employing this technique. (As if 
it weren't hard enough to plan 
out your moves from just one 
side, now you have to consider 
the puzzle from both sides.) 
Also new to LQ- Final are 
"obstacle course'' puzzles (see 
above right), in which you must 




maneuver your character through 
a rolling maze of blocks. 

With three separate gameplay 
modes, a split-screen two player 
survival game, and the ability to 
construct your own puzzles with 
which to confound your friends, 

LQ. Final offers 
literally unlimited 
replay value. And 
with the chal- 
lenge having 
escalated from 
the previous ver- 
sion, this looks 
like a must-have 
for anyone who 
appreciates puz- 
zle games. 



Um Jammer Lammy 

Available: March 18, SCEl 

As we fiKSt reported last issue, Sony's 
follow up to their musical hit PaRappa 
the Rapper is on its way to Japan; now 
we're back with a release date, the cor- 
rect spelling of the title, and more new 
screenshots. Umjammer Lammy will 
debut tn Japan on March 18, with a U.S. 
release sometime later this year* 









Replacing 
the rap- 
pin' dog of 
the origi- 
nal is the guitar-jamming* lamb Lammy. 

Dance Dance Revolution 

Available: Spring, Kofiami 

First Konami brought their popular 
arcade DJ game Beatmania to the 
PlayStation with its unique turntable 
controller, and now they are ready to 
follow it up with a home version of their 
hit dancing game Dance Dance 

Revolution. In case you 
haven't spotted it at your 
local arcade, DDR lets one 
or two players simultane- 
ously "dance" by 
tapping giant 

buttons on the 
^ ground with 





their feet 
along to 

the beat of the music and onscreen 
instructions. There was some question 
how this game could be replicated for 
the PlayStation given its massive arcade 
cabinet setup, but Kofiami answered 
this month with pictures of a special 
peripheral designed just for this game. 
Spread out on the floor like a Twister 
mat^ this new controller has all four 
directionaJ pads just like liie arcade, 
plus added Start, Select, X and but- 
tons just for the PlayStation. Get two of 
these unique controllers and you can 
even have the full arcade experience, 
with two players gettin' it on at once. 
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Meet the Critics 



Kraig Kujawa 

Editor'in'Chief 

In the brief periods of time 
when he wasn't on a plane, 
Kraig was busy arranging 
tickets for upcoming trips, 
listening to Joe describe the smells of London, 
and mocking discontented Chicago Bulls fans. 

Favorite Genres: Sports^ Strategy 

Current Favorites: Hoilcage 

Caii't Wait For: Gran Turismo 2^ R-Type Deita, 

Star Wars: Episode One games (next issue!) 



More Than a Feeling 



by Joe Rybicki 





Job Rybicki 

Deputy Editor 

Joe spent part of this month 
in London, where he visited 
Argonaut, slept in a train 
station, stopped in a pub that 
Dichens frequented and met his all-time favorite 
band, New Model Army — not necessarily in that 
order. It was an adventure he'll not soon forget. 

Favorite Genres: Adventure, RPG, Puzzle 
Current Favorites: Legend of Legaia^ 10 Final 
Can't Wait For: NMA to again tour the States 




Wataru Maruyama 
West Coast Editor 

Wat is pretty excited about 
all the great racers coming 
this year. Gran Turismo 2 
looks great and so does Need 
For Speed: High Stakes. R4: Ridge Racer Type 4 
is his current racer of choice along with his 
unhealthy fascination with the JogCon, 

Favorite Genres: Fighting, Racing, Adventure 
Current Favorites: Legend of Legaia, Silent Hill 
Can't Wait For: GT2, SF Alpha 3, FF VUI 




Mark MacDonald 
Associate Editor 

Mark didn't go anywhere this 
month, but had his own little 
vacation at work. He spent his 
time basking in the glow of the 
emergency lighting above his cube, taking in the 
caustic smells and frigid air of the new office. Ah! 

Favorite Genres: Action^ Adventure, RPG 
Current Favorites: Silent Hill, Final Fantasy Viii, 
10 Finalf Pocket MuuMuu 
Can't Wait For: R-Type Delta, Quake II, SF Alpha 3 



I'd like to get something off my chest. 
It's recently come to my attention 
that some folks think we reviewers 
are paid to simply talk about how the 
games we review make us feeL This is 
frustrating, because it implies there is no 
objective basis for judging games — or, by 
extension, any other form of art or enter- 
tainment. It implies that reviews are 
entirely subjective, related solely to the 
reviewer's taste. And this is what really 
gets my goat; you could probably say it's 
a pet peeve of mine. 

Have you ever heard a game described 
as a "guilty pleasure?" Ever consider 
what exactly this phrase implies about 
game reviews? Consider, for a moment, 
if reviews really were just a report of the 
reviewer's feelings and gut reactions 
about the game. If this were the case, the 
phrase "guilty pleasure" wouldn't make 
sense* Why would the reviewer feel guilty 
about liking a game, unless there was 
some other objective standard by which 
to judge the game— that is to say, unless 
the game was actually, objectivelyi a poor 
quality game the reviewer happens to like 
because of his unique tastes? 

Now, obviously I'm not saying there is 
no place for feeling or opinion in a 
game review. These are 
important elements to 
any review. 
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For example, I reviewed the less-than-steU 
lar Star Wars: Masters of Teras Kasi quite 
a while ago. This was generally (and cor- 
rectly) regarded as a below-average fight- 
ing game. Nevertheless, as a Star Wars 
fan I was able to look beyond the poor 
quality and enjoy it for the familiar char- 
acters, weapons, locations, etc*, and point- 
ed out in the review that although it was 
(objectively) a poor-quality game, I was 
able to (subjectively) enjoy it and I expect- 
ed other fans could do the same. 

Of course, I'm not saying objective 
judgements are always correct. Reviewing 
art or entertainment is certainly a tricky 
business due to the overwhelming number 
of variables that affect the quality of the 
item being scrutinized. It's possible for a 
reviewer to overlook factors that would 
sway his overall estimation of a game. 
And it's possible to be flat-out wrong 
about what makes a good game. 

But that is what we get paid for — to 
know what makes a good game, to recog- 
nize one when we see it, and to pass it on 
to you. And isn't that why you read 
reviews in the first place? 
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Pro 18 World Tour Golf 93 

Rollcage 85 

Rushdown 93 

Shadow Madness 54 



Street SkSer 
Tai Fu 






92 
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It doesn't get much more simple yet effective than 0PM s five-disc rating system. Very few games are lucky 
enough to get our golden five-disc salute, but if one does, be sure to pick it upl 




ooooo. 



We'd rather be bludgeoned 

repeatedly with a frozen 

trout than play this game. 



Below average. There are 
fundamental flaws with this 
game; get something better. 



mm^oo. 



A good title, Itfs a fun 

game with some flaws that 

can be overlooked. 



1^9 I^B ^^m y^M 



Definitely a topnotch 

game. Very good and well 

wortfi your time« 
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Fabulous! These are the 
games that really make you 
proud to own a PlayStation. 
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Developer 



ATD 



Publisher 



Psy gnosis 



Genre 



Raci ng 




Analog Control 
Compatible 



Vibration Function 
Compatibte 



RoUcag 




They just keep going and going and going... 





hen the coinpany responsible for WipeOut, Destruction 
Derby and F1 releases a new racing game, it's a big deal. 
Forget for a moment the Psybadeks and Roscoe McQueens 
of the world; Psygnosis' racing titles have been almost uni- 
versally above average, and many have been simply superb. 

But when I heard about Rollcage, I was a bit wary. The concept — bal- 
loon-tired vehicles that flip and roll and just keep going like something 
out of an R/C racing fan's wet dream — seemed a little goofy. And to 
fans of ''serious'' racers like F1, Rollcage may indeed be too wacky. 

But if insane, out-of-control racing is your cup of tea, Rollcage is for 
you. I knew I fell into this category the first time I watched my car flip 
in a seemingly endless barrel roll, land firmly planted on the side of a 
tunnel, and keep going like nothing happened. At first, this constant 
flipping and rolling may be disorienting. That's really the primary chal- 
lenge of the game — not to Keep the car moving in the correct direction 
(it tends to do that anyway as long as you hold down the accelerator), 
but rather to keep your bearings throughout the race. Of course, your 



opponents will be trying to disorient you as much as possible, either by 
collapsing buildings into your path or by directly attacking you with 
any of a handful of spectacular-looking weapons. 

Once you get the hang of sticking to the track, you should have no 
trouble breezing through the first level of challenge. But a more 
intense level of difficulty awaits you upon completing an entire season 
on Easy Mode, and respectable bonuses make the effort worthwhile. 

My only major complaint is the length of the tracks. They're extreme- 
ly short which tends to make winning very easy for the experienced 
player and very difficult for the newcomer, at least when competing 
against a human. Some grainy 
graphics and slowdown hurt a bit, 
as well; the dean look of WipeOut 
XL would have helped a bit here. 
Nevertheless^ if s an entertaining 
game that's well worth a look. 

— Joe Rybicki 
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The Two- Player Mode (above) can be 
extremely entertaining, but don't expect to 
do too wall; you'll find yourself checkfng 
out your opponent's screen each time he 
goes into a spectacular flip and soon find 
yourseff doing the same. 



Box Score 






Pros 

Extremely entertaining 

racing 

Some great weapons 

Decent collection of extras 

Pretty good soundtrack 

Cons 

Easy Mode is very easy; 

Hard Mode is very hard 

Some grafnmess and 

slowdow/n 

Tracks are too short 



^1f insane, |^ 
out-of-control 
racing is your 

cup of tea, 

RoHcage is 

for you/' 



Gravity is all but meaningless in Rolf cage, as you 
can easily use walls (above) and even ceilings to 
navigate the tight turns. 
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Developer 



Camden 



Publisher 



Psygnosis 



Genre 



Action 




1or2 
PJayers 



Memory Card 
1 block 



Analog C^irhtml 
ofej Compatitalg 



Blast 

Radius 



Colony Wars, without the frustration 





few months ago I reviewed Colony Wars: Vengeance and 
hated the game's ridiculous difficulty level and badty 
designed save-game system. If you agreed with me (you 
did agree with me, didn't you?), then Blast Radius might be 
for you. Think of it as Colony Wars with a coherent story — and without 
most of the annoying crap. 

Blast Radius is a no-frills space simulation. You jump right in, and 
within seconds you should be competently blasting spaceships to bits. 
The difficulty curve from mission to mission is handled well, and if one 
seems too hard, it's probably because you didn't buy enough weapon 
upgrades or you didn't pick the best ones (with the money you got 
from destroying enemy ships). While the missions aren't that complex, 
they don't need to be. There is a large variety of enemy fighters in 
Blast Radius, and they come in all shapes and sizes. The gameplay 
stays fresh since you must constantly learn how to attack the next 
incarnation of fighter thrown at you, especially the battleships. 
Not only is it fun to attack these, but it's also a treat to just see what 
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they look like. The spacecraft designs sre colorful and creative and the 

accompanying effects are quite impressive, too. Thrusters glow and 
trail the ships, and their weaponry is discharged with impressive light- 
sourcing, not to mention the dazzling effects that follow when they hit 
their mark. None of this takes a big toll on the game's engine, as the 
frame-rate usually manages to keep the gameplay smooth. 

My biggest gripe concerning Blast Radius is that you can only save 
your game after completing groups of missions. This can get really 
annoying, especially if you beat a tough mission, then die on the next. 
Also, there is no two-player split-screen battle mode. There is a link- 
cable mode, but how many people 
really have the resources or time to 
set that up? 

But despite its lack of solid multi- 
player modes and in-depth fea- 
tures, space cadets should give 
Blast Radius a try. — /Craig Kujawa 
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Larger battleships make you think twice 
about the attack angle you take on them 
(above). 
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There are four different ships, each with slightly 
different capabilities. The one shown above is an 
all-around solid fighter with few weaknesses or 
strengths. 



Pros 

Excellent graphics 
Easy to learn 

Appropriate techno music 
during gameplay 

Cons 

No split-screen multiplayer 

option 

Save-game system is 

unnecessarily restrictive 

No in-depth story 



"Think of it as 
Colony Wars 
with a coher- 
ent story — 
and without 

most of 
the annoying 

crap," 
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Developer 



Konami 



Publisher 



Konami 



Genre 



Sports 





33 



Memory Card 
1^6 blocks 



r(l.j"N Analog Control 
{^^ Compatible 



NBA In 




Konami delivers a great post-strike hoops game 





ith EA Sports' NBA Live 99 prematurely arriving before the 
NBA strike ended, and 989 Studios suddenly cancelling 
their NBA Shootout '99, Konami's NBA In the Zone ^99 is 
in the odd (and somewhat fortunate) position of being the 
only post-strike NBA game around. 

With its fast-paced, arcade-oriented gameplay, In the Zone '99 
brings a nice balance to this year's round of PlayStation basketball 
games. Although it features on-court play calling, player substitutions 
and decent artificial intelligence, IT7 '99 is still a thinly veiled arcade 
game. In other words, relying on twitch skills pays off much more than 
moving the ball around and taking advantage of mismatches, 

The gameplay is what you might expect from such a game: There's 
lots of dunks, steals and blocks. You can adjust the game's difficulty to 
temper these, but they are still much more frequent than what you'll 
generally see in a true simulation. The graphics are impressive, and 
although the player animations are exaggerated in spots, they move 
much nnore fluidly than in other basketball simulations- Some of the 



best basketball player animations IVe seen occur when your player 
slides forward after trying to abruptly pull up fronn running, passes by 
pushing the ball from his chest during a full-out run, and my favorite- 



when a player gets knocked to his ass because he's tripped up or is the 
victim of a viscous dunk. There's also an innovative Slam Dunk contest 
that plays similar to Simon Says, and a Three-Point Shootout as welL 

Unfortunately, ITZ '99 has a handful of small annoyances. The control 
is a little jerky (especially if you don't use an analog controller) and like 
all ITZ games, the passing is still too floaty, giving you a nice glimpse 
at what it would be like to play basketball on the Moon [you never 
know— there's already two fran- 
chises in Canada). 

Regardless, I had a lot of fun 
with ITZ '99, Although it isn't as 
well-rounded as NBA Live 99, 1 
could see casual hoops fans really 
getting into it. -^Kraig Kujawa 





If you don't remember the right buttons 
to hit in the Slam Dunk competition, the 
results can be quite embarrassing (left)* 
For a quick diversion^ ITZ '99 offers a 
Three- Point Shootout (above). 
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Pros 



Great player animations 

• Innovative slam dunk 
competition 

♦ Nfce 3D graphics 

Cons 

Subpar atmosphere 
Unrealistic passing 
Player control is 
occasionally jerky 
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"In the Zone 

'99 brings a 

nice balance 

to this year's 

round of 

PlayStation 

basketball 

games." 
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Trjfing to post up with Jeff Hornacefe is an honor- 
able but futile manetiyer (above). Stilly it's 
amusing enough to give it a try now and again. 
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Why limit yourself to a dozen, hell even a hundred, different weapon choices when you can have thousands? 

Its time to remove the shackles of 2D, top down strategy games. Because in Warzone 2100, you have 
complete control over unit designs. As a result, it'll be your wits and ability to create an 
invincible battle arsenal that will save your hide from extinction. 



REVOLUTIONARY UNIT DESIGN 



400 technologies allow you to design and build more 
than 2000 battle units. Turret, body and propulsion design options ailow you to create 
anything from cyborgs to flamethrower tanks to V-TOL aircraft. 



SUPERIOR ARTIFICIAL INTELLIGENC 



recycle the experience of field units into 
Bi g g e b ette r and e ve rilrioTe 1i e r c e w r machines. And as a Commander gains 
experience, the greater number of units he can control and the more accurate his 
laser designation becomes. 



FULL 3D BATTLEFIELDS 



ightning fast, fuliy functional 3D game engine with rotatable 
and zoomable cameras for fast and furious gaming action. Strategicaily placed radar 
units warn you of hidden enemy units and allow you to fob mortar shells over 
mountain obstructions. 




ITS NOW TIME TO TAKE YOUR FATE INTO YOUR OWN HANDS. SO GET INTO OUR VAST 
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WORLD: 



Design, Deploy and Destroy. 
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WarzoEie 2100'^"^ Piimphtrt StucHos 1998.^") and J-^ublished by Eidos Enleractii^G 1998. AH Rights RcsGrved. PlaySration and the P^aysiaHor-i loqos art? Eegist^f&d Sradec-jiarks of Sony Computei- EfitortainrnGnl f^ 
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GO TO WAR! 
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Developer King of the Jungle 
Publisher GT Interactive 



Genre 



Action 




AnaJog Contml 
Compatible 



Vibration Function 
Compatibfe 



Invasion 
From Beyond 

Orson Welles Is turning in his grave 
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aving the Earth from a hokey alien invasion is really a pain 
in the ass, or so it would seem after playing invasion From 
Beyond. Ali right, I never assunned it would be easy, but 
the sheer tediousness of this game makes War of the Worlds 
seem Like a picnic. 

While Invasion From Beyond is basically a shooter, it is a deceptively 
in-depth game — probably too complex for its own good, in fact; To 
save Earth from the alien invasion, missions must be completed by 
accomplishing a slew of objectives (escort vehicles, kiLL lots of green 
men, save humans). If one objective isn't met, the whole mission must 
be restarted from scratch. This wouldn't be horrible if the gameplay 
weren't so outrageously frustrating. It's so incredibly tough to work 
through each level because if one dinky thing goes wrong in the mid- 
dle of a helistorm, you're forced to start over. For example, a task of 
clearing a roadblock might not be completed because one stray shot 
out of hundreds blew up a "mission critical" vehicle. And that happens 
in the early stages of the game. On top of that are unavoidable cheap 



M 

*^:i^--» 




shots that constantly bombard your spacecraft. Clearly, the progres- 
sion of difficulty in this game is unbalanced and 
the occasionally ambiguous objectives don't help either. 

Fighting the saucers can be more manageable if you learn to collect 
items that allow you to "research" new, more powerful weapons. But 
you'll need every bit of firepower you can get, because there are so 
many enemies on screen it's like flying in the middle of a bee swarm. 
Suffice to say, the action is fast and furious. Fortunately, it is handled 
well by a silky-smooth frame-rate that remains constant despite the 
legions of saucers and showers of snazzy lighting effects. 

But, like Mars Attacks! proved, 
having fancy lookin' special effects 
doesn't mean the product will be 
an entertaining one. Invasion From 
Beyond was a great idea that just 
wasn't refined enough. 

— /Craig Kujawa 
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Equip your ship's weapons with 
the technologx you mine from destroyed 
saucers (above). The training simulator 
is a nice feature, but doesn't help 
too much {lef£)t 



Box Score 



Pros 

• Nice, cheesy atmosphere 

• Tight control 

• Smooth frame-rate 

Cons 

• Missions are way too long 

• Difficulty is unbalanced 

• Lacks overall polish 



I Each plane has a different pilot, who is generally 
very ugly-looking (left). 



"The sheer 

tediousness 

of this game 

makes War 

of the 

Worlds seem 

like a picnic/' 
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Developer Dreamworks 



Publisher 



Adivision 



r ai Fu 




Tiger-style Kyng Fu falls short 

f s sad; but T'ai Fu is basically the same game as Eidos' Ninja 
except the main character is a tiger. But to be fair, the fight- 
ing action is actually better than Ninja — with tons of moves 
and combos to master. 
The high point of the game is the relatively well-done 
graphics and environments, but that changes once you start encountering 
enemies. The action suffers from slowdown and the scrolling isn't very 
smooth even without enemies on screen. Furthermore, the level design is 
meant to be challenging with all sorts of twists and hidden areas, but it 
all seems random, especially the power-up placement, which is haphaz- 
ard to the point of being useless. 

Controlling your character is also a chore because of the horrible colli- 
sion detection — particularly when you walk and jump up hills. There are 
some inclines your character can walk up without any problem and oth- 
ers that look exactly the same where he has no other recourse but to 
jump. There are buggy areas where you'll fall to your death when you 
clearly shouldn't have and walls your character will get stuck on. 

Obviously, T'ai Fu would have greatly benefitted from more bug testing 
and refinement. Even if it did, the game lacks both originality and any 
significant (no pun intended) punch. —Wataru Maruyama 
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Memory Card 
1 block 



Devefaper 



Taito 



Publisher 



Acclaim 



Genre 



Puzzle 
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M«mory C^rcT 
1 "6 blocks 




TKcre are hundreds of puzzles, but ifyouV^ 
insane and need more, use the puzzle editor 
to make your own (right). 



Box Score 



Pros 



Great 

game but.* 



Cons 

• Bust- A- Move 4 
is much better 

• No analog or 
vibration 
support. 








pi .^^™l 


lii2Mik.-^«^^^'A 


H&i>^' 


~9n^.. ,. ..^m 


'' 'j^^ 


^?*""i^S-i*v , " V 




^^^■^^V. '^ , ^ T £'. -- 


' -J . I \ I ' .k ., .. : ..^ 


1^: . , ..'. y.' :^£i^£i^c ^nmn^^i^ iBiiia^.. . . ' 1 




The game looks pretty good when you're 
not moving^ but choppy scrolling and occa- 
sional slowdown take its toll on T'ai Fu* 



Box Score 




ros 




Lots of fighting 
moves 
Long and 
challenging 
levels 



Cons 

« Bad collision 
detection 

• Camera angles 
need fine-tunfng 

• Frequent 
slowdown 

• Sloppy controls 




OPM Rating 




Move 



99 




Acclaim bursts their franchise's bubble 

hen Natsume released Bust-A-Move 4, the best version of the 

franchise to date, Acclaim must have realized it made this 
version of the game obsolete. Instead, they renamed it and 
put out what could be the most useless sequel ever to be 
released for the PlayStation, Bust-A-Move '99. 
Don't get me wrong, Bust-A-Move '99 is a great puzzle game. It is 
entirely addicting, and has plenty of game modes to keep anyone busy 
(Puzzle, Two-Player, Edit, Arcade). The big problem here is that it's 
actually a huge step backward from Bust-A-Move 4, a game released only 
months ago, That version had a couple significant changes, and included 
virtually all the features that are in this game. Sure, there are some subtle 
differences with characters, background art, music and bubble types, but 
they are all superfluous, and most are better on BAM 4, 

If s a bit surprising and very disappointing that Acclaim didn't attempt 
to add something significant to update this version of the franchise. But 
instead of my trying to figure out exactly what they were thinking, III just 
throw this game out and enjoy some Bust-A-Move 4 instead. Only get this 
game if you find it dirt cheap. — Kraig Kufawa 
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Developer 



Hudson 



Publisher 



Atlus 



Genre 



Racing 
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Bomberman 

Fantasy Race 

Not a bad way to spend an afternoon 



et's g9t one thing straight right away: Bomberman Fantasy 
Race is about as far fronn a serious racing title as you can get 
without leaving the genre entirely. As such, it's got plenty of 
probEems that I'd attack an ordinary racer for, like horrible 
handling and spotty collision detection, to name a few. But 
BFR isn't an ordinary racer, so these criticisms are only relevant as a warn- 
ing that if youYe looking for a real racer, you need to look elsewhere. 

There are, however, more than a couple flaws with the game as it is. 
With the Bomberman series having such a multiplayer focus, I'm disap- 
pointed the designers didn't include more than a two-player Vs. Mode. 
Four-way split screen — or at least link capability — would have been much 
more ideaL It's also surprising, what with the relatively simple graphics, 
that the game suffers from horrible slowdown with just a few competitors 
on screen. The lack of analog support is also very disappointing, as is the 
tame challenge level {I managed to beat the game in an afternoon). 

StilL, BFR is a simple, entertaining diversion, especially for the younger 
crowd that appears to be its target audience. For the rest of us, it's a 
decent rental or a fair multiplayer choice, but little more. —Joe Rybkki 
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Scattered throughout the courses are 
turbo pads mounted on the walls, which 
tKe racers can bounce off of for a tremen- 
dous burst of speed (feft). 



Box Score 




Pros 

Simple and 
entertaining 
Good two- 
player action 
Innovative use 
of Bomberman 
formula 



Cons 

• MUCH too 
easy to beat 

• No analog 

• Bad slowdown 

• No more than 
two players 

• Poor handling 



ooc 




Developer 



Micro Cabin 



Publisher 



Electronic Arts 



^ Genre 



Action 




pPM Rating 



Memory Card 
1 block 



Vibration Function 
Compatible 




Street 

SkSer 



Expert SkSers can get tremendous air in 
the Bowl bonus area (above) after beating 
the tournament twtcc. 



Box Score 



Pros 

Nice anlma- 
tians 

Great sound- 
track 

Long, mostly 
interesting 
courses 



Cons 

Too-5impiJstlc 
trick system 
Limited number 
of courses 
No analog 
Lots of graphic 
problems 
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Disappointing, but the only skater in town 

ell, it finally happened, After a surprising lag of more than three 
years, the PlayStation finally has a dedicated skateboarding 
game. Unfortunately, although Street SkSer pulls off the 
atmosphere quite well, there's not much substance behind it 
The first thing shaters might notice about the game is the 
dead-on soundtrack. Full of skate-punk all-stars like the venerable All, the 
music is solid throughout. The game also earns high marks in animation 
and track design, which balances insane ramps and jumps with everyday 
elements like stairs and benches to mix things up. 

The problem is^ the game is just too simplistic. First, the skater has a 
choice of only four available tricks when leaving a jump. The game mixes 
it up by executing different tricks depending on the skater's speed and 
ability, but come onl Skating is all about trick variety and innovation; to 
miss that is to miss the point entirely. Other problems include the small 
number of courses (three, with three tiny bonus areas), lots of graphic 
problems, a very limited challenge level, and the mind-boggling lack of 
analog support. I suppose this is a must-have for skate fans by default, 
but it could have been so much better. -^oe Rybkki 



OPAA Rating 



Reviews 



The fmaE word — ofTKJal and unbiased 



DeveFoper 



Canal 



Publisher Electronic Arts 



Genre 



Racing 





=^:= Memory Ca 



1 block 
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Vibr^tian Function 
Compatible 



Analog Control 
Compatible 




Rushdown 

Don^t hurry to buy these extreme games 

ne of the biggest problems with games that offer different 
kinds of racing in one package is none of the events are as 
fleshed out as they could be. Inevitably, the end result is a 
bunch of mediocre racing styles stuffed into one package. 
Rushdown is a perfect example of this. By offering three 
distinctively different ''extreme sports" — kayaking, mountain bike racing 
and snowboarding — it seems the developers of the game spread them- 
selves too thin. Instead of each game having its own distinct look and 
fee[, al[ of them are woefully identical to one another, except for aesthetic 
changes and speed of gamepiay (kayaks go slower than bikes, you know). 
This wouldn't be so bad if all three of the games were similarly fun, but 
thaf s not the case. The kayaking, while novel, is too slow and easy to be 
exciting, while the snowboarding and mountain biking are visually unim- 
pressive and often difficult to control. All suffer from 
questionable collision detection and ample polygonal pop-up. 

If you want a racing game, get one that is more polished. The only 
reason you would want Rushdown is if you've desperately been waiting 
for a kayaking or mountain biking PlayStation game. — Kraig Kujawa 
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\t can get a Tittle hard to see the track 
when playing in twD-player. That can be 
disastrous^ given the amount of 
obstacles (above). 
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Pros 

• Offers two 

sports not on 
PS until now 

• Lots of courses 

• Licensed 
equipment 



Cons 

• Bland graphics 

• Sloppy 
gamepiay 

• All three sports 
are nearly 
identical to 
each other 




Developer Intelligent Gms. 
Publisher Psygnosis 



Genre 



Sports 




OPAA Rating 



Memory Card 
1 -6 blocks 




Pro W World 



Tour Golf 



Ladies and gentlemen, 0PM presents: a 

golfer's worst nightmare (above). 



Box Score 




ros 

* Lots of game 
modes 

• Good graphics 

♦ Realistic play 

• Large rocks in 
middle of 
course ^ 



Cons 

• Lame course 
choices 

• Entirely more 
boring than a 
golf game 
should be 
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The oddest golf game ever 

t's annoying to see that Psygnosis is adding to the parade of 
mediocre PlayStation goLf sinnulations with Pro 18. Apparently, 
developer Intelligent Games has had a lot of experience doing 
golf games, but their expertise doesn't pay off here. 
Pro 18 is the most bizarre golf game Tve ever played. It 
contains three courses — Coeur d'Alene, Royal County Down and 
The Lost City — ^that were seemingly picked at random. These are actual 
golf courses that exist in Northern Ireland, South Africa and,,„ Idaho?! 
Those odd courses look pretty good, dare I say even photorealistic in 
spots. But they are far fronn perfect. Sometimes the course detaiL is too 
sparse or your digitized golfer tooks like he's awkwardly pasted onto the 
scenery. Also, the game has a very static feel to it. There is no use of cool 
camera angles to show the ball in flight. Just a swing, then a quick shot 
of the ball landing. There's just no feeling of excitement or action, like 
there is in Hot Shots Golf, or even in Tiger Woods 99, to a lesser extent. 
In fact, I almost fell asleep while playing it for this review. 

Really, there's not much reason to give this game a try. There are 
plenty of options and features that give Pro 18 some considerable depth, 
but none of this matters unless you have a fetish about playing golf in 
South Africa or Idaho, — Kraig Kuyawa 



Review Recap 

The final word — official and unbiased 



A roundup of the most notable games of recent months 



Syphon Filter 










Biave Fencer 
AAusashi 

Square ventures out of the 
cozy turn -based confines of 
the traditional RPG and ends 
up with a fine action/RPG, with 
the emphasis on action. Young Musashi has at his 
command a wide range of moves that he learns 
by defeating his enemies. The game can feel a 
bit linear at points, but the good graphics, excel- 
lent control, and variety of action, puzzles and 
minigames make Brave Fencer well worth a looh. 

OPMRating (@@@@C3 ) 
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Civilization II 

This is a rare thing in the 

world of PC-to-PlayStation 
ports: a completely faithful 
translation of an incredibly 
complex game. Civ II has 
everything strategy fans could ask for, aUowing 
players to manage every facet of an entire civi- 
lization. Whether your goal is technological 
supremacy or simply global domination, youll 
find plenty to whet your appetite for power. 



*% 



:■■■■ r- ^- T. : 



OPMRsOing (<&@®@^ 



Contender 

In contrast to Knockout Kings' 

statistic-heavy simulation, 

Contender is a genuinely fun 

boxing game that takes cues 

from classics like Punch-Outl! 

and Ring King. Sure, the baloony characters may 

look a bit goofy, but no one ever said boxers are 

supposed to be attractive. 
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Crash Bandicoot: 
WARPED 

The third time's the charm for 
Naughty Dog's immensely 
popular marsupial The latest 
game includes some much- 
needed variety in the form of widely different 
areas and gameplay mechanics, as well as 
graphics that are simply without peer. 
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FIFA 99 

It's amazing what a difference 

a year can make. This time 

around EA gets their act 

together to put out their best 

soccer game ever. In-depth 

features, improved graphics and phenomenal 

multiplay make it the soccer game to beat. 
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Madden NFL 99 

Simply the deepest, most real- 
istic NFL football game on the 
PlayStation. No, it may not 
have the graphical punch of 
its major competitor, but it's 
got the stuff where it counts. This excellent 
pigskin simulation is the ideal choice for the 




die-hard football fan, 
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Metal Gear Solid 

Some have said that this 
game doesn't live up to its 
prerelease hype because it's 
just too short We say the 
game is so packed with 
extras, secrets and "holy-crap-thatVcool' 
innovations that the 10- to 15-hour completion 
time doesn't hurt it enough to matter. The 
story is wonderfully engrossing, the graphical 
style topnotch, and the voice-overs are the best 
yet. It was our Game of the Year for a reason. 
You need to own this true classic. 

OPMR^ng (@@®@@) 



NBA Live 99 

EA's newest installment in the 
Live series sports AI improved 
from the previous version, 
loads of options and features, 

and improved graphics that 
actually show the players' emotions through an 
almost creepy use of facial expressions. The 
frame-rate could use some work, though, and 
because of the prolonged NBA lockout, the 




rosters are woefully out of date. Still, it's one of 

the best b-ball games yet. 
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NCAA Football 99 

A development team all its 
own has made NCAA 99 one 
hell of a college football game. 
Excellently challenging AI, 
loads of options and great 




polygonal graphics make this one a winner on all 
counts. And although its frame-rate could use a 
boost, EA's 32-bit football games have always 
been about realism over action. Nice job] 
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NFL Blitz 

" Oh, that HAD to hurtr To 

everyone's surprise, the console 

version actually more than does 

justice to Midway's arcade hit 

Throw in Dual Shock support 

and Tournament and Season modes and youVe 

got one excellent port on your hands. Fast, 

addictive, brutal and just plain fun. 
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NFL GameDay 99 

Still fighting head to head with 
Madden, GameDay takes the 
looser, more arcade-like roLfte to 
gridiron glory- Crisper graphics, 
more detailed polygonal models 




and more thorough player animations are just 

the visual updates; the AI has been tweaked as 



recap pick of the month 



Silent Hill 



CaRing this game a Resident Evil clone is something like calling 
the PlayStation a 3D0 done. Sure, the games share some similar 
qualities: the horror theme^ the spooky atmosphere^ the real-life 
setting. But Silent Hill has moved into the territory blazed by 
Resident Evil and made it all its own, refining the horror formula in 
nearly every way. To use another analogy, where Resident Evil coutd 
be compared to movies fike Night of the Living Dead, Silent Hill 
would be better compared to more genuinely disturbing films like 
The Exorcist and The Shining (Kubrick's, of course). That's 
how much the game plays with your mind. 

Sure^ the controls leave a lot to be desired^ and the 
graphics could use a bit of work, but the puzzles are 
generally quite good and the story is as engrossing as you 
would want- Experience the terror for yourself; you won^t 

be disappointed. 

rr -^ -^ -^ -^ Q 
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well, albeit not as much as one would hope. Still 

one of the best football games available. 



0PM Rating ( j®@@@0) 



NHL 99 

In an unfortunate example of 
why you shouldn't try to fix 

something that ain't broken; 
EA made sonne changes to their 
stunning NHL 98 engine and 




ended up with a slower, choppier game than last 
year's version. The inclusion of some new coach- 
ing strategies, a shot power meter and the 
Coaching Drill Mode almost compensates for its 
flaws — but not quite; last year's is still better. 
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Oddworid: Abe's 
Exoddus 

The loveable Abe returns in 

what amounts to little more 

than a collection of new levels 

to add to the excellent Abe's 

Oddysee. Further variety in environments helps 

differentiate between the games, however, as 

does the ability to possess more creatures, the 

increased GameSpeak vocabulary and the vector 

of Mudokon emotions. The much-needed 

Quiksave eliminates the pesky checkpoints of the 

previous game. An all-around topnotch title. 



OPMRBting (@®®@^ 



Rogue Trip 

SingleTrac proves that they can 
do vehicle combat even with- 
out the SCEA-owned Twisted 
Metal license. Fast action, good 
controls and a new gameplay 




element in the form of the Tourist make up for 
some unimaginative level design and lots of 
graphical gaffes. 
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Rugrats: 

Search for Reptar 

This is a kid game truly 
designed for no one but kids. 
The little tyl^es will enjoy the 
familiar characters, colorful 
environments and simple game objectives. 
They're most likely to enjoy the "Activities" like 
Mini-Golf and Egg Hunt more than the 'Veal'' 
game, though, due to the touchy controls. 
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Syphon Filter 

This game of high-tech espi- 
onage has drawn more than a 
few comparisons with Metal 
Gear Solid, but stands easily on 
its own merits. Although the 
game suffers from minor graphics and control 
issues, these pale in comparison to the imagina- 
tive level design and spectacular AI. A good bet 
for those seeking a thinking man's action game. 

OPMRBting (@®®@(3 





Tomb Raider III 

It's frustrating that two full 
years after the original title this 
game still looks and plays fun- 
damentally the same. What 
was revolutionary back then is 
getting a bit tired. Still, this episode features the 
most realistic levels yet, most notably the city 
levels [light years ahead of the Venice levels of 
the previous game). But the controls are irritat- 
ing, the levels are very unbalanced, and the 
game is loaded with bugs. Patience will pay off 
with this one, and youll need a lot of it. 
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Tomba! 

The platform veterans at 
Whoopee Camp have come up 
with an entertaining, and sur- 
prisingly deep, platform-based 
adventure that in some places 
could even be called an RPG. More than 130 mini- 
quests are earned out in a huge, colorful, poly- 
gonal world populated with dozens of wacky 
characters. Whimsical fun for the whole family. 
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Twisted Metal III 

Without SingleTrac at the helm 
of this beloved franchise, the 
game is far less imaginative 
than the previous versions. If 
you can't stand being without 




the familiar characters, this is for you. Otherwise, 

V8 and Rogue Trip are much more entertaining. 
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Vigilante 8 

This game of vehicular combat ^ 
takes the formula set forth by 

Twisted Metal and runs with it 
Gigantic, realistic environments 
are the arenas, funky 70s char- 
acters are your enemies, and your vehicles range 
from a school bus to a (hidden) alien spacecraft. 
The powerful engine even allows huge craters to 
be blown in the ground. It's a blast! 
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WCW/nWo Thunder 

This is the unfortunate result 

of ail the faction-and-alliance 

melodrama thaf s made 

wrestling so popular of late. 

Thunder includes lots of treats 

for the die-hard fan, but fails to deliver anything 

resembling fun. Bad AI, horrible controls and a 

useless camera make this one for avid fans only. 
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Xenogears 

Square proves they still got it 

with an immense RPG with an 

entirely unique engine and 

loads of other innovations. A 

great story, a necessity for any 

good RPG, is complemented by great graphics- 

A worthwhile experience for any RPG-er! 
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Ratings at 
a Glance 



Ace Combat 2 

Activiston Classics 

Batman & Robin 

Blasto 

Breath of Fire Hi 

C: Contra Adventure 

Castlevania; SotN 

Col. Wars: Vengeance 

Crasli Bandicoot 2 

Dead or Alive 

Final Fantasy VII 

Forsaken 

C.Darius 

Cex: Enter the Gecko 

Gran Turismo 

Heart of Darkness 

Hot Shots Golf 

Judge Dredd 

Kartia 

The Lost World: IP 

Micro Machines 

MLB 99 

Mortal Kombat 4 

NBA Shoot Out 98 

Need For Speed Hi 

NFL Xtreme 

One 

OW: Abe's Oddysee 

Parasite Eve 

Pitfall 3D 

Point Blank 

Resident Evil 2 (DS) 

Road Rash 3D 

SaGa Frontier 

San Francisco Rush 

Soul Blade 

Spyro the Dragon 

Tekken 3 

Test Drive 4 

Tomb Raider 

Tomb Raider 11 

Triple Play 99 



0O00® 

00OOO 

©oooo 
®ooco 

0OOOO 
©€000 

0©0©0 

@0OOO 

@®00O 

ooooo 

0000Q 

000OO 

ooooo 

©€000 

0000O 

©oooo 

Q0O00 

Q©0©O 

000OO 

ooo©o 
®©ooo 

O0OQO 

eooeo 
c©ooo 

©©©CO 

©©©OO 
©©©CO 
©©©OO 

0000O 

0000O 

00000 

©©©€0 

©©©©o 
©©©©c 

©©coo 






S^^^T^3!^|^||^^^^!^3mS 


■':.■ i;^!^ffi 


IHSiiKQ 


le bvei 


OffrciaP*'««^ip% 


^ 










f\ 




\JL- 






^T- 


t!?^,:- • "-^^^y ■ ■, ■ ^ ^ivS^^JT^?7^rf^^:.! 




Ylagai 


-l?s^ ..^ 


?#vH^^B__ 


^^^H 


■| 


jB 




7^ 


H '>^^^HL 







w 



i 



t 







■™™J 





k" 



SXtremer Driver, Centipeder Ehrgeiz 





Official Contest 

and $ weeps takes 

Rules 



TOP in M05T ViAKTED SWEEPSTAKES 
Offtiiai Contest SiSes: 

1- ^Jo Puichasfr Ni^wRssi^i To enter, send a tetter or staridsrd- 
jlrKi pOTltard MfitAirihng^fouf naifle, iiridrtss and ptior.* ninnbat 
tDgsther with ynhii Jigt cf lO inoit wanted video ^genej t9 "Tap 
T*ti Mt3S.t Waivted" Officfal U.S. PtaySfatinn Ma^aEifle. P.O. Bdx 
J33S, Oak BrooK IL *0522^3336 cr e-maei \K to 
dsf\_pt\MsOKd,c<in tit Jm ft lo {630J 916-72-27, Wo pyfthisc or 
Pf^iwifrnl tf any msFicy ii n^^i^sMiry ta enitT. On-e erifry p«r twniis- 
E".difd p9f mcrTthi. tnti:i*s mirtt b* feceived by the lOtii day &f the 
month for liie nej^t ^VaSgWe i^sue tjf OfM. Atl tntri&s lietonie 
eKcCkiSfV* pwpert^ of ZiJfDsvis irtd wiJ( tot be atltfifiwisdjcd flf 
relui^ed. Zift'&a'/B as^umei po rei|iaft5itiil "rty iw ^m^ ■mulUaled, 
J^t^r itlegibJe^ incpn?p]£t^, po^t^^-dsie qr rnlsdif^^cd entri^^, 
SpdfiSQfs ressrv# tJie rfgbt to tantal thb tontest at any ttrn* with 
appTppriate' rKsliw- Only ckie pn'Eff per femJly^ wf ggniiatkm w 
heuisehoid per fti^titfi. 2 Pdies; One Grand Pfiia ivinfttr wit! 
fiKe-Ne tv^o (3 vidw giymei aii delef fi^iined by Namco. Grand Pr'ns 
has dr> apprDmnUtie f^taA vsiu^ ai S80. Wjnners shaU be tf^tfif mktbf 
t>y ^ raodorti df3wifto of itl uaty enHiw % 0P'^^ editwSr wKs* 
<f*cisbnt are ^wal. AlC priw w.Viwrs wilt t* rtctffied by maff. Prticlii) 
are ncn-tfansferfltt-?. Nq iubstrtLrtKjns eif pri?eis^ are ailowsd, except 
at tlie tpriori o^Socniiif should the- fsatwtd pccei bKeme unavafl- 
3t3e. 3. Odrfs cyf Wincing: Th« fiumber oF winnsrs and th? Cidds 
6i wfrifting wit t)c di-tw^viiriftd bf ruffflbtr af va^ild entfics fl)-Miy*d. 
■^ - £3ig^bit^ty: Cijn^^at opfrTi tij rtsidems nf ■U'nitpd St^fei 5<id 
Csnftda. VxAd \n Otr&b?c. NorhcompiHante i^fith \.hii time paf ame- 
tirs cgntsrined herein or T(tVrn of any pfw^/prize EiDlifitption a& 
^jndetiwrDbfe witl iciiJt tn cfHipjattfisatiflfl. lA/i^nHprs er theif t»gai 
g.^ajdiajn ^hal! I'^n at? •affidavit of el igJbti»ty/rel«3M cf 
E^bljt^/'prw acDfrpiaftte within 5 ds^-s ol retejpt ijf f{?rF*i!; prkv. 
By acceptance of prE*. wirwieris.] egree ti& the qae pf thpv rtfl^jne 
artd/ar likem^^s fir pUf po5ES .(1^ adir'ertisifig, fad* *r ptCirMti&n 
wftfiout further con»peri53rSo»i,. untesi profli^iTfd by lew, W-pithec 
ZD int., Mamca Tiaf their ftsp^ctiv* afWialfls, subsidrArlts, -dwi- 
si&ns OF FeJated «>fnpanies ar? Teipoiisihf.? &t (iiibte for ?ny d&ra- 
agsa, la^t j w cjqppnses thai constnwri rrJ^ht tmcur ai ^ resdt of 
this corjtsst or rKctjJt o; psiio. 5- Wtn«?rs List; For a Sis-t fl^f win- 
ners, s*r*d s j.t3fnped, Klf-iitfelf«Mwi omeijope rdwttfying th* 
mdfllh fniF which the- ■wntvurs [wt ii r^qu^stfl d ta 0PM Tup 10 Mm? 
Wanted Wirtrt^rs ifet, ?.a. Qcm 3^JS, 0*1^ ^'ooPi, IL i052a-J33&. 
Al!oiv 4 wo&Jis for livery cf wiflp^crs iEat. 6. Restrhrti^ns- Void 
whert prolribcted or' restrict'id ^y Esw. All-federal^ state Snd loc3t 
f«gul asicfls appiy- 

OPM CAPTIOK COf^'reST 
OfffciaiCantes-tttuteir 

-. Ha- Purchase Metessajy; Tn tnbaf, serjri an cirigljid! captSfln frir 
the jttacned Kre*n jhst on s ^tsrujforti'fliireti postca-id ?(?rrt53nmg 
your i^me, addf ^t^. and phc-n^ Jiumttr to "OrW Caipt»fl*\ 
Swetpstakei" PO Bqv. 3338. OdM, BrooJi, IL 60S22-133a. No pur- 
chase sr payrtieitt e^any mwiey is Jiecessairy to ftfttefL AU cntrEes 
Fny*t W heridiAirltt^n. f-iecbprikaHy fepi&:tuc:e<i er-tne^wirt f*5t be 
ateept^d. EntrMi rtiuit be rtttWd by th* IfJth day of dw moni*i 
far the ne^rt avai^bte issge cf 0?H- All ^ntris^ be^Qm^ e^ctLnivt 
prcpsny of ZD Inc. and v^ttl n«t fee at!^v3w1**dged or rflHifflKf. 
Ziff-Davis AE^ur^-s^ rtg ^e^por^ibi^vty ft^ [cist, tnotii^'ted^ Me, ipi^ri- 
.-Wfj intompfet*^ postA^e-due or misdireeted entries, .'"l-f^riiei: 
Ori« Grand Prise v'^t/ir^gr will rt^uivie am (}} vid^o ^me £? deidJ^- 
mifHfd by ^D. GrarKf Prize has afi appreximalt relail vslye of SSO- 
Ail unities ■will be judg&d sn the fnliljw^lti^ cnte? ia by 0PM wdftcirt, 
"iwhoie decJaiofis gje finsl: (SiJ%) flf igsn^li^ jnd (£0?i) creativity. 
'Entna& corttaininQ o^Sit#ri# lar^^ge MijC be disctuafilfl^d. A!l priza 
wnncTs wiH fee notifwd by mail. Pnr^^) ara noji-traflsfijrabifl. Ng 
sob^taSutions a\ pri^^^s) ^i? aUowied, except at ths option of ZO 
should tKfi ftatuHid pj-irts be^cme yna^/aiJaiife, 3 Oddn uf 
Wirtmcig: The tidds of winnfo^ wSl be detB-nn?ned by nu-mfcer of 
V3iid ftfltrics rtcfF^^- ^ Eligibility.; Contest frpsritc- res-ldanis of 
ijfiit^d ^tate^ and Car<dda. ^oid in Qxie^e?. ^Jcn-cQcnpli^rice with 
tlw lime parsraetetfi comtiirkM* hurtin or f*turrv &f ar jy pri^e/priie 
riOtE^c^ion Bi lindeLiverabEg! wML re$,iill:.in diiquai:r^£tJD.Ti, Wirrners 
or their |#ga{ gyardFarvt ^tigil tign an affidawt af ftSgfbJIilyMiiaw 
of liibility/prize a^cepfince withiq. 5 dflfyj pf nece^l or i(>rfe!t 
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Issue #1- $15 



October 1997 

Ghost ifn the Shell FinaE 
Fantasy VII Strategy 

Demo Disc tncludes; 

pLayabte&t Intelligent 

Qube/Paf^appa the 

Rapper, Ac« Combat 2^ 

fighting Force 

non-playablesT Tomb Raider U, NFL 

GameDay 98 





Issue #4- '10 



January 1998 

Resident Evit 2 Feature 
Tomb Raider II Strategy 

Den^o Disc indudesr 
playabLes: NFL GameDay 
98, CART World Series, 
Frogger 

ivpn.-p.layafeJje:|.< Spawn, 
Final Fantasy Tactics, 
Pandemonium 2, Gex 2 




Issue #7- '10 



April 1998 

10 Overtook ed PS Picks 
l^esident Evil 2 Strategy 

Demo Difc includes; 
playable s: Hot Shots Oolf, 
htfall 3D, WCW Nstro, 
ONE non-pfayabies : 
Bbsta^ The Gran stream 
Saga 




Issue #70-^7.99 



July 1998 
Demo Disc Only f 

pla yables; Gran 

Turismo, Tombal^ The 

Granstream Saga, Jersey 

Devil, NBA Shoot Out, 

Bla^io^ Speed Rater 

non-playabtes; 

NFL Xtreme, MLS 9% Tehken 3 




Volume 2- ^10 
Issue #1 



October 1998 

Spyro the Dragon Strategy 

Demo Dbc inclucfes: 
playable s: Metal Gear 
Solfdj Legacy of Kain; Soul 
Reaver^^Test Drive 5,, Devil 
Dice, Bruits wkh Bowling, 
Ninja^ NFL Xtreme, Cool 
Boarders 3 

non-ptayabies: Parasite Evej 
Rival Sdiool^^ ^JFL GameDay 99 




Volume 2- '10 
Issue #4 



January 1999 

Gex Deep Cov^r Gecko 
Tomb Raicter IJI Strategy 

Demo Disc Includes: 
playable s: Silent Hill, 
Moto Racer 2. Brave 
Fencer Musashi, 
Apocalypse, T'ai Fu 
non-playables; Rugrat^, 
Test Drive; Off-Road 2 




fssue #2- $10 



November 1997 

PaRappa the Rapper 
Bushido Btacie Strategy 

Demo Disc includes: 
ptayables: Crash 
Bandicoot 2, Croc, 
Armored Corai Madden 
NFL 98, Cool Boarders 2, 
Colonv Wars 

no n-pCayabiesi NHL FaceOff 98, 
Ghost in th& Shell 




Issue #5^ '10 



February 1998 

Dead or Alive Feature 
19^7 0PM Editors' 
Awards 

Demo Disc includes^ 

playabiesr NCAA 

GameBreaker 98, Tomb 

Raider 11^ Command 8i 

Conquert Red Alert, Crime Killer 

non-p laya bles: Pitfatl 3D, Resident 

£vf[2. Vigilante S, Monster Rancher 




Issue #S-'70 



May 1998 

Psybadek Feature 
Tekken 3 Strategy 

Demd Disc includes: 
gla^blesj EinhMnder, 
Gex: Enter the Gecko, 
Klonoa non- ptayables : 
Dead Of AHve, Gran 
Turismo 




Issue #11 -'15 



August 1998 

Metal Gear Sotid 
Vigilante 8 Strategy 

Demo Disc includes; 

&.l3¥.5bU|t Tekken 3, 
Turoo Prop Racing 

MDiPJay-^bkii Dulte 

Mukem: Time to Kill, 

Lunar: Silver Sf^r Story, Ninja: Shadow 

of Darkness^ Metal Gear SoUd 




Volume 2- '15 
Issue #2 



November 1998 

Tamil Ratder in Metal 
Ge^r SoEic^ Strategy 

Demo Disc inctudes: p_Eayab3&s^ 

MediEvilf W^rOann^s^ Oefcon 

1j G. Ddrius, Drd{]tiri Seeds, 

Colony Wars: Vengeance, 

Future Cop LA, P.O., nofr 

pj^yahles; Crash Ban^iicoot: WARPED, Abe's 

&(odidus, Bfav^ Fencer Musashi, Rugrats, 

T'ai Fu, Tenchu, You Don^t Know Jack 




Volume 2- '10 
Issue #5 



February 1999 

199S Editors' Awards 
Tomb Raider Ul Strategy 

Demo Disc includes: 
ilayafales: NFL Game Day 99, 
NHL FaceOff 99, Twisted 
Metal m, Oddv^orld, Abe's 
Exxodus, Cool Boarders 3, 
Destrega, Monkey Hffo, O.OJ, 
non-playafales: NCAA Final Four '99, 
Gex 3, Jacl^ie Chan Stuntmaster, 
Shadow Madness, WCW/nWo Thunder 




Issue #3- $10 



December 1997 

Cool Boarders Strategy 

Demo Disc includes: 
playables: Bushido Blade, 
Vs., Star Wars: Masters of 
Teris Kisi, Jet Moto 2, 
Cardinal 5YN, Ghost fn 
the SHelL Moto Racer, 
Test Drive 4 
QSEtpJ^^iCay^J One 




Issue #6- $7.99 



March 1998 

Demo Disc Only! 
pla yal^l^j: Btoody F&ar, 
Monster Rancher, 
Shipwreckers 

nonrplayables: Alund ra,N BA 
Shoot Out 93, Saga Frontier, 
Mega Man Neo 




Issue #9- '10 



June 1998 

Metal Gear Solid Preview 
Gran Turismo Review 

Demo Disc includes: 
piaya^ig^; Cardinal SYN, 
Vtgiianfe 8, Forsaken, 
N20, TOCA. Dead or 
Alive ' non-playafales: 
Tomba, Jersey Devil 




Issue #12- '10 



September 1998 

PlayStation's Birthday 
Elemei>tat Gear boh 
Strategy 

Demo Disc includes^ 

p[ayabl est Spyro the 

Dragon, Duke Nukem; Tfme|.!f! il 

to Kill, WWF War Zone, 

The Unholy War, SX.A,R,S. 

non-playabies: Metal Gear Solid, l?ival 

Schools, Test Drive 5 




Volume 2- ^10 
Issue #3 



December 1998 

Metal Gear Solid Crash 
Bandicoot: WARPED 
Strategy 

Demo Disc includes: 
0lfly.^M£liTomlj Raidef III 
C rash Band i coot : W A RP E D, 
Bomberman World, A Sug's 
Life, Running WJld, Invasion From Beyond^ 
Kagero: Deception II, Metal Gear Solid, 
Gran Turismo, non^piayabies: Stlent 
HIU, Knockout Kings, Big Air 





Volume 2- '10 
Issue #6 



March 1999 

PlayStation Dictionary 
Syphon Filter Strategy 

Demo Disc includes; 

playa bles: Syphon Filter, It 

Bust A Groove, Shadow 

Madness, Fisherman^s Bait 

Akuji the Heartless, No 

One Can Stop Mr. Domino, Street SkSer 

non-play a hies: NCAA Final Four '99, 

Guardian's Crusade 





strategy 
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Welcome to Silent Hill^ a quiet town 
with a few minor problenns (like zombie 
babies, for example). Now I don't know 
what kind of curriculum they teach at the Midwich 
Elementary School, but I'm sure that calf-gnawing 
isn't a part of that program. In any case, the night- 
mare that has darkened this town has left it crawling 
with skinless creatures and unanswered questions. 
Worst of alL your daughter Cherylis lost somewhere 
in this diaos. Use the following walkthrough^ maps 
and item locations to guide yoy through the game. 
Hopefully, these things will h^lp you reach your 
daughter and untangle the web of mystery that 
Silent HiU is shrouded in. 
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SILENT HILL RESIDENTIAL AREA 




I'iSlJ-.-.. 



Thtjre is a Kev of "Lfer . 



For starters, grab the Residential 

Map, Flashlight and Kitchen Knife. You 
won't be able to get the Pochet Radio 
until you try to leave. The Radio will 
crackle to warn you when a creatiire 
IS n earing your p0sitl6h. 

Head to the alley where you fol- 
lowed Cheryl and look at the pages 
from her sketchbook. Scribbled on the 
paper are the words to Achoolf pointing 
you to the Midwich Elementary School. 

All the streets to the school are 
impassable. Head to the blocked area at 



ievin and Matheson streets to find the 
note directing you to the doghouse on 
levin Street There is a key to this 
house hidden inside the doghouse* The 
back door is secured with three locks, 
all of which you'll need to find keys for. 
The map to the left of the door will 
show you their locations, which are 
highlighted on the map above* 

™ Oirice you have unlocked the back 
door, search the streets for additional 
healthy ammo and weapons. When you 
feel yoiiVe ready, make your way to 
the grade school* 



Item Locations 



Reference the following 
numbers to the nxap: 



o 



Cafe - Kitchen Knife, 
Flashlight, Pocket Radio, 
Save Fointj, Health Drink x2 



lis- 



'. -r- ■. >->■■-« 



^?dirfri»fc-.,. 



lA (-.awm |Hh_^a -mrn^.. 



Y^m 



)■ ^ 






■■#■■ 


f^F'^i 'l^^^r 


.■^jj^K>'^' j^^^^^l 


^EjP 


B^ 


''IT 


m . 


^^LJf-'--' ' 




■ ciJU^'jH 


■L'.^ijCjx^H^^^^^^^^Hi -' ^ 


t > 


iP; 


^Htt^.«^<.. ,::^S^^^^ 


I i 


Xk'' 


i '^1^ 


■f?i 


'^H 


^i>^ ^^>^-'^W^ 


.1... 


K*-^ 


■ -„■• ,T- -^ 








o 



Convenience Store - 
Channeling Stone, First- 
Aid Kit, Health Drink x3. 
Save Point 



Dog House - Save 

POINT, HEALTH DRINK 
X2, HANDGUN AMMO X3 



Map Item Key 




Health Drink 
^n First- Aid Kit 
SJ Handgun Ammo 
Shotgun Shells 
Save Point 



Eclipse Keys 
Steel Pipe 
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School Bus - Save 
Point Health Drink x2 

K Gordon House - 

Save Point, Handgun 
Ammo x2 




strategy 



MIDWICH ELEMENTAKY SCHOOr 

Go to the Lab Equipment ^W 

Room on the seomd floor and get 

i the Chemical from the shelf. Next 

d&or is B statue of a hand holding 

the Gold Medallion. Use the 

, I Chemical to disintegrate the hand 

I and pick up the medaltion. 




^ Many of the doors on the first 
floor are either locked or barri- 
caded. If you can't open a Locked 
door from one side^ you can 
unlock It from the other* The 
objective here is to find two 
medallions needed to open the 



base of the clock tower in the 
courtyard. You'll need to get the 
Gdld Medallion first* 



Go to the dock tower in the 
courtyard and insert the Gold 
Medallion* This wfH open the 
cover to the piano in the music 
room. Inside the music room you 
will have to play a series of keys 
to get the Silver Medallion (see 
diagram below)* 

Once you have the second 

medallion, return to the court- 
yard and place it where it 
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MIDWICH ELEMENTARY SCHOOL IF 



belongs. The Last thing you need to 
do is turn on the generator in the 
boiler room. After youVe thrown the 
switch J enter the base of the dock 
tower. When you emerge on the 
other sJde you'll find yourself back in 
the courtyard, but is tt the same 
place? This "evil" form of the school 
wilt need to be entirely re-explored. 



Map Item Key 
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Blocked Door 

Locked Door 

Open Doors 

Gold Medallion 

Silver Medallion 
Chemical 



. :^V 



* Locked doors can be 

accessed from th<^ opposite 
side. Blocked doors are 
inaccessible. 




Turn on the generator after using 
both nfiedaliions at the clock tower. 



PiMo Puzzle 
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MIDWICH ELEMENTARY 
SCHOOL BFANDRF 



Scrawled on the blackboard in blood are the 
clues to this puzzle. Hit the keys in the order 
above to receive the Silver Medallion. 



'^EVIL^' MIDWICH 
ELEMENTARY SCHOOL 



Piice inside the "evif school 
grab the Rubber Ball from the 
Storage room and head for the 
northern-most Class Room. Get 
the yellow Picture Card and go to 
the room cc;niiected to the 
Reception are^/ Use the Picture 
card to unlock the door and enter 
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When you ent^i: the restroom, 
you will be warped to the second^ 
floor girls' room. There is no 
significance to this, except to 
get several boxes of ammo. Next 
door in the boys' room is a very 
useful Shotgun that you don't 
want to miss* 



Continue through the pair of 
Teachers' Rooms and head up to 
the second floor. Make your way 
to the Locker Room and investi- 
gate the rattling locker. There is 
nothing inside, but as you leave. 



you'll find a Library Reserve 
ey. 

Go to the Library Reserve and 
then to the Library to find a clue 
about defeating the first boss. 
You now need to head to the 
roof to find the key to the locked 
Classroom. On the right side of 
the roof you'll find a drain with 
the key stuck in it. Put the 
Rubber Ball in the drain in 
the comer and then turn the 
drainage valve on. The key will 

be washed a\[ the way down 

to the courtyard. 

Get the Classroom Key and 
return to the second floor to use 
it. Go through the Classrooms to 
reach the stairs leading down 

to the basement. 

Stock up on Shotgun She lb in the 
basement Storage Room and then 
enter the Boiler Room. Turn each 
of the valves twice to open the 
path to a platform that will 
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School Base]«:e]st Boss 

K As menacing as this fellow looks, there isn't a great deal to fear 

about him, except those huge jaws. Stay on the opposite side of the 

flame and nail hirri repetitively with the Handgun* After a short while, 

he will begin to move a tittle more guickly. If you've read the fairy tale 

book, you know you need to — 

blast him when he opens his 

mouth. Equip the Shotgun and 

let him get dose to you. When t 

he opens his jaws, fire off two | 

quick shots to fi[ii$h him off* 












^>•^^^i^ 






^i^jJ 



MIDWICH ELEMENTARY SCHOOL 2F 



Make those shots count or those 
javsrs will close on you lihe a steel 
trap* killTng you instantly. 



strategy 



SHOPPING DISTRICT 

Having defeated the boss, you'll find 
yourself back In the normal school Boibr 
Room. Grab the K, Gordon Key and head 
out to the streets. Use the key to enter 
K, Gordon's house from the alley and 
make your way to the Balkan Church* 

Inside the church you will meet 
Dahlia Gillespie and receive the 
"Flauros'' and the Drawbridge Key. 
Check around for a Health Prink and a 
Save Point as well Now head to the 
drawbridge control room and ust l|i$ 
key to lower the bridge, crossing to the 
Shopping District* 

Akhemilla Hospital fs your destina- 
tion in this section of Silent HitL Chech 
out the Police Station if your ammo sup- 
ply is running low and then head to the 
hospital If you thought the school was 
stranger man are you in for a shock* 
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The streets between the 

bridge and Alchemilla Hospfitel 

are crawling with nasty 

beasts. The creatures to the 

left wiU pounce on top of you 

from a good distance, so 

watch yourself* 
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ALCHEMILLA HOSPITAL 



- After meeting Dr» Kaufmann in 
the Examination Room, go to the 
Conference Room to get the 
Basement Key. Use it to go down 
to the basement and turn on the 
generator. This will direct power to 
the elevator. Enter the elevator and 
check out the second and third 
floors. Both doors are 
locked, but you need 
to stop there anyway* 
After doing so, a 
fourth* floor button 
will appear. Press it 
and follow the woman 
through the haltways 
until you reach the 
stairs leading back 
down to the third 
floor* At this point the 
rest of the hospitat has 
been transformed into 
its nightmarish form* 
Just what on earth 
Is going on around 
here anyway? 
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''EVIL" ALCHEMILLA HOSPITAL 



L Your first tash will be to col- 
lect four plates required to open 
the door in the Nurse Center on 
the second floor. Obtain the Plate 
of Cat and the Plate of Turt[e 
from the third floor, along with 
the Blood Pack. 

2. Htad down to the second 
floor and go to Room 204 to find 
the Plate of Hatter. The tentacles 
that block the plate can be dis- 
tracted by using the Blood Pack. 

P The final plate is in the 
Director's Office on the first 
floor. Grab the Plate of Queen 
and head to the Nurse Center* 
Insert the plates in the following 
order from the top right: Turtle, 
Hatter, Cat and Queen. This will 
unlock the door, allowing you 



free reign on the rest of the sec- 
ond floor* 



H Get the Basement Storeroom 
Key from the Operating Room 
and go to the basement (don't 
forget the Lighter), In the 
Storeroom, push the cabinet to 
reveal a hidden door. Use the 
Disinfecting Alcohol on the vine- 
covered grate, then ignite it with 
the lighter. 



■ This area is crawling with 
zombified nurses* Head straight 
for the Examination Room Key 
and return to the first floor* Use 
the key and you'll meet Lisa* 
After you speak with her, the 
hospital will return to normal* 
Grab the Antique Shop Key on 
the table and leave the hospital. 
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The door to the left is where 
yoH lliJUk^ insert the four 
c6l6reii plates: 

1 - Plate of Turtle 

2 - Plate of Hatter 
3 -Plate of Cat 

4 - Plate of Queen 



Once you have the Basement 

Storeroom Key you can enter a 

hidden back room. Use the 

Disinfecting Alcohol and Lighter 

to enter the grate. 
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Lighter 
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Plate of Hatter 
Plate of Cat 
M Plate of Turtle 
Plate of Qtieen 
Blood Pack 
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''EVIL ' ALCHEMILLA 
HOSPITAL 




MORGUE 





ELEVATOR 
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ALCHEMILLA HOSPITAL BF 



The nursing staff at Alchemilla 
Hospital despises guests after visit- 
ing hours. Be prepared to fend for 
your life if you're spotted. 
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SHOPPING DISTRICT 



Go to the nome^ most portion of Central 
Silent Hilt to reach the Antique Shop, Push the 
cabinet Inside and you wiU meet up with Cybil. 
Go inside the secret passage to chects out the 
altar. When you try to leave ybitwfli return to 
the nightmare wortd. Exit the Antique Shop 
and follow the sidewalk 



to the Silent HilE Town i 

Center, entering through 
the hole in the doon 1 









face next to you. Move back to lure him across 
thf^ stee^li giving you the chance to fitl hlni with 
holes, ftepeat this until you have defeated him. 
He will stither awayj breaking the doors in the 
process. 
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Go up the escalator ■^' 



and to the left. 
Investigate the jeweller ] 
just before the bench to ^ 
find two boxes of Hunting ^ 
Rifle ammo, a Ffrst-Aid 
Kit and a Save Pointp Exit 
the store and ^fitinue forward until the floor ^ 
gives way under you, 

I You auf^ faced with a giant worm of some 
sort* It will burrow Into the ground and then 
emerge to spit acid your way. There is a 
Hunting Rifle against the wall that may come fn 
handy during the battle. Stand on the steel 



^ Your next destination is 
Alchemilla Hospital. From the 
back of the Town Center, go 
straight south and then follow 
J i S^an Street to Cnchton* 

^ ] Check the Police Station along 

i:: the way for some Hunting 

ij- Rifle and Handgun ammo> as 

weU as a Save Point, After 
I,,,,..,... .,,„.,^-i«l, speaking with Lisa, climb to 

the roof of the Post Office* 
^^e on top of the Post Off ice, a giant moth 
wifl attack you* Where's a bug tapper when 
you need one? This fella isn't too tough, but 
watch out for the slime that it Witl spray at 
you* Use the Shotgun to make quick work of 
the beast. Upon its defeat, the town wiH return 
to normal. 
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Exam Room Key 
Video tape 
Hammer 

Sewer Key 
Rifle Bullets 




.adder 



Watch out for those slimy 
feardi-liirking about the 
sewers- Some of them 
^^A^ attack you from 
above, so keep moving* 
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i SOUTH PARK /LAKESIDE 
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SANDFORD St. 



ffp Annie's Bar - 

Save Point/ Health 
Drink xl, Receipt^ 
1— Motei Room Key 

^m Boat on Dock - 
Save Point, 
Handgun Amma, 
Shotguit Shells^ 
1— Health Drink 



SOUTH PARK/LAKESIDE 



H Return across the bridge to 
ptd Sifent Hill to the Water 
^^eatment Pbrtt; Break the lock 
ci^ and drop down into the 
:sewer. There are two sections to 

the sewer, both of which require 

finding keys to successfully make 

It through them- 
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You will emerge from the 
sewer near the lake. As you make 
your way to the lighthouse, the 
town will return to nightmare 



form for a final time- Continue 

down the dock leading to the 
lighthouse. Along the way you 



wilt enter a boat and meet up 
with CybiL Proceed to the 
lighthouse, following the series 
of planks and staircases across 
the dock* 



After catching a gtfmpse of 
Alessa in the lighthouse, you 
wiU need to head to the 
Amusement Park, From the 
boat, headf straight down the 
dock and liM^ to the left at the 
first intersection. There is a 
gate open on the right side 
where you'll find the opening 
to the sewer. Follow the main 
passageway of the sewer to 
the ladder leading to the 
Amusement Park* Look for the 
carousel to find CybiL Just 
before the carousel is a Save 
Point at a food stand which I rec- 
ommend using. 

Cybil has fallen prey to the 
evfl forces that are at work in 
Silent Hill and she's out to end 
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SEWER TO AMUSEMENT PARK 



your nightmare for good. Preferably, 
use the Shotgun on her. Take a shot 
and then quickly inov? away before 
she shoots you. Eventually she will 
drop her gun, leaving you the opening 



to kilt her. Watch out, though, she'B 
still slap you around and try to grab 
you. After ail of the commotion and a 
cinema/ you'll end up in a surreal 
place called Nowhere, 



strategy 
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NOWHERE MAP 1 



NOWHERE 

Nowhere is a combmation df 
many of the rooms you have already 
visited. After entering the elevator^ 
you wilt find yourself in a hallway 
from the hospital There are three 
doors marked "Phaleg/' "OphieP 
and "Hagith," Take the door that 
leads down to the basement, Co 
through the classroom and you will 
find the pliers and a screwdriver. 
Use the pliers to remove the Key of 
"Ophier which is lodged in the 
fauceti and enter the door it opens. 
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The Reaper's Puzzle requires 
you to enter A, U E, R, T. 

Behind the door marked 
"Op hie I" are two puzzles: the 
Zodiac and Reaper's List, 

Zodiac Puzzle: The room contains 
three pictures of different astrologi- 
cal signs. The pictures on the walls 
marked with numbers are clues to 
solving the puzzle. The numbers you 
need to enter from the left side of 






the pillar to the right are: 5, 7, 1. 
After entering the correct code, the 
Stone of Time will fall to 
the ground. 

Reaper'/^ Lwt: The second puzzle 
consists of entering the correct 
sequence of letters into the keypad 
to unlock the door. The Grim 
Reaper's list next to the door has 
the letters in it. Take the first names 
in order from young to old, spelling 
ALERL Inside is the Amulet of 
Solomon, the first of five items you 
need to gather. 

Return the room with the clock 
in It and use the Stone of time to 
get the Key of "Hagith," Unlock the 
door and you will be at an elevator. 
Push 2 and explore the two sets 
of hallways to find the Ring of 
Contract, the Crest of Mercury and 
the Camera. 

Now take the elevator to the 
third floor. There are two doors on 
either side of the room, each with 
three panels of buttons. Use the 
Camera on the two pictures next to 
the altar and the flash will allow you 
to see which buttons need to be 
pressed. Get the Bird Cage Key 
from the room on the left. 
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5 Return to the bird cage on the 
first floor and open the cage to get 
the key of "Phaleg," Enter the door 
marked ''Phaleg" and get the Key of 
"Bethor" hidden inside the bag of 
jelly beans. Use the key and turn 
the generator off, 

^ The last key you need is behind 
the steel plate on the second floor. 
Get the Key of "Aratron" and return 
to the "Phaleg" door. Use the Ring 
of Contract on the cabinet with the 
broken chain and then grab the 
Dagger of Melchior. 



Enter the door marked 
"Aratron" and watch the enlighterh 



Ophiel 
Phaleg 
Hagith 




elevAtor 
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NOWHERE KEYS 




Key of Ophiel 
Key of Hagith 
Key of Phaleg 



J|M^ Key of Bethor 

Key of Aratron 
Bird Cage Key 





* There are five keys in 
Nowhere, They have been 
color coded to match the 
doors they open. 












NOWHERE MAP 2 - OPHIEL 




jng cinema* The 
final ob|ect you 
need J the Dish 

of DuroboroSr ^$ 
fnside. Place alt 
the items into the 
door in the child's 
room directly 
across from the 
one you are in. 
Saving here is a 
real good ided. 
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Use the camera to reveal the 
buttons you need to depress. 




The final confrontation at last* With a bitter twist of 
irony, the final boss is actually your daughter. She has 
been transform into a what Dhalia proclaims is a "god/' 
She will be surrounded by a force field, requiring you 
to fire at her from a distance. Lightning will begin 





Til BVAl'OR 



NOWHERE MAP 4 - PHALEG 



NOWHERE MAP 5 





coursing through her entire body and 
she will let off a series of blasts at 
you. Take up position directly behind 
her, neict to the steel cage-like struc- 
ture- This is the closest you can get to 
her* Use the Shotgun and the Rtfle 
first, relying on the Handgun as a fast 
resort* As she powers up to attack 
run around the force field and reposi- 
tion yourself behind the cage. Repeat 
this until you have finally defeated 
her, tfien watch the fireworks. 
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Amulet of Solomon 



Crest of Mercury 



Stone of Time 



Ring ol Contract 







Ankh 

Dagger of Mekhior 



Disk of Ouroboros 



Camera 
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There are four different endings 
that you can get in SILeivt HilL 
Following along with this strategy 
wilt get you the "bad ending/' 
Fortunately, both of the key turnihgf 
points don't occur until well into 
the gantei allowing you to get the 
better endings without much 
difficulty. Assuming youVe gotten 
the "bad^^^^g/ We'll walk you 
through the necessary steps to get 
the other three- 
Bad Ending + 

• While Alchemilla Hospital is still 
normat pick up the Plastic Bottle 
from the kitchen* 

• Go to the Director's Office on the 
first floor, 

• Examine the shattered vial behind 
the desk. 

• Use the Plastic Bottle to collect 
some of the li<|uid. 

• Continue through the game until 
you reach the Resort Area. 

• When yoir ruri irvf o Kaufmann in 
Annie's Bar, you must not follow 
up on anything that you find. 

• Cbniinue on%ith the game* 

• Fight with Cybil at the 
Amusement Park ui>til she drops 
her gun. Let her approach and 
grab you* Use the liquid in the 
Plastic Bottle on her while still in 
her grasp* 

• This will save her, thus changing 
the ending. 



Good Ending 

• Pby through the game until you 
reach the Laheside Resort Area. 

• Go to Annie's Bar. 

• After meeting Kaufmann, search 
the area around the pool tables 
Jo find his wallet with a Receipt 

'and Motel Room Key inside. 

• The Receipt has a combination 
written on it- Head to the Indian 
Runner and enter 0, 4, 7, 3 on the 
lock to the back door. 

• S^ar^ irtti^ f j^^ to find a 
note with a shopping list and 
the code for the side door at 
thenioteL 

• Unlock the side door of the motel 
by entering 0, S, 9, 6 into the 
keypad- 

• Get the ^4agnet off the desk 
and go to the;fif#^^ 

• Unlock the door and head out to 
roomiio^i 

• Use the Motel Ifoom Key to open 
the door.i::;;;^/ , 

• Push the dresser and use the 
Magnet to obtain the Motorcycle 
Key from the crack 

• Oo back f:o Ihi^tnptel office and 
enter the garage. 

• Use the Motorcycle Key on the 
motorcyde (don't miss the 
Health Drink and Shotgun 
Shells). 

• Kill Cybil when you reach the 
Amusement Park- 

• Finish the game. 



Good Endings 

• White AtcheniilU Hospital is still 
fTibmy^/jp Ptastk: Bottle 
from the kitchen. 

• Go to the Directof '5 Office on the 
first floor anid use the Plastic 
Bottle on the shattered viaL 

^ Got to Anme!s Bar and meet 
kaufmann/Search the area 
around the pool tables to find his 
wailetw^ i^OT 
Room Key inside. 

• Head t$ the Indian Runner and 
enter the combination {0A7,3) on 
the lock to the back door. Search 
the walls for the note with the 
motel keypad code on iti 

• Unlock the side door of the motel 
by entering O/S; 8, 6 into the 
keypad. 

• Get the Magnet liS the desk 
and go to the front office. 

• Unlock the door and head out to 

room nQ^j|;ti|^ 

Room Key to open the door. 

• Push the dresser and use the 
Magnet to obtain the Motorcycle 
Key from the crack. 

• i^bau&t*^^ motel office ffid 
enter the garage. Use the 
Motorcycle Key and meet with 
Kaufmann^ 

• Continue the game until you fight 
Cybil Shoot her until she dr<Dps 
her gun and letlief grab yini* 

• Use the Plastic Bottle on her. 

• Finish the game. 
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There is a great deal of fun to 
b«€! had with this bad boy... 

• There are several hidden weapons 
you can receive, depending on the 
ending you get. Get either of the 
B^ Endings and you will get the 
Gasoline Can, which will appear 
inside the gas station in Old Silent 
Hill This wnll allbw you ife^ t^^^ 
Chain Saw (found at Cut^Rite 
Chainsaws, of course), and Rock 
Drill (found on the ground level of 
the drawbridge tower)* 

* Beat the game with the Good 
Ending and you will get the Katana. 
The Katana is found fn the dog- 
house oh levin Street In Old Silent 
HilL When you enter the house, if ^ 
behind the first door on the right, 

• Compieting the game with the 
(3ood Ending+ will activate the 
ChsinheUng Stone. Experiment! 

* Get either of the Good Endings-^ 
and you will, face a different end 
boss. This creatUT^e will m 

around and the lightning it shoots 
is unavoidable. 
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Apocalypse 

Lots of Cheats: 

Here are some awesome cheats on Apocalypse: 
AREA SELECT 

Pause the game, hold LI and press Square, Circte^ X. 

INFINITE LIVES 

Pause the game, hold LI and press Triangle, Circle, 

X, Square, 

FILL HEALTH Pause the game, hold Li and press X^ 

Triangle, Circle. 

SKIP CHECK POINTS 

Pause the game, hold 11 and press Triangle, 

Square, Circle, X 

Asteroids 

Cool Codes 

On the Title Screen when ''Press Start" fs flashing, 
press and hold the Select button and press the 
following buttons in this order for the results 
as shown: 

Unlock Classic Asteroids ~ Circle, Circle, Circle, 
Triangle, Square, Square, Circle 
Unlock the Fourth Ship - Triangle, Circle, Circle, 
Triangle, Square, Circle, Square 
Level Select - Square, Triangle, Circle, Triangle, 
Triangle, Square, Circle. Once you are in a game, 
you can change levels and zones and turn the colli- 
sion off by simultaneously pressing Select+Start, 
Then choose the option you want and press L1 to 
activate that cheat 

Classic Asteroids Codes 

The following codes wilt work once you pause in 

the middle of the classic Asteroids game. 

Add One Life - Up, Down, Left, Right, Circle, 

Square, X, Triangle 

99 Lives - Up, X, Down, Triangle, Left, Square, 

Right, Circle 

Inviticibility - Down, Down, Up, Up, Circle, Square, 

Triangle, Triangle 

Bust A Groove 

Dance Preview: 

Finish the game under the Normal difficulty setting 

with any character and you'll open the Dance View 

on the Main Menu Screen, You will be able to view 

dance moves, mess with camera angles, etc. with 

any of the characters who completed the game. 

Make sure you savel 

Alternate Costumes: 

Highlight a character from the Player Select Screen 

and hold the Select button. With Select held, press 

X. You'll get that character's alternate costume. 

Play as Capoeira: 

Finish the game under the Normal difficulty level 

with any character. Now you can choose Capoeira. 

Play as Robo-Z; 

Finish the game under the Normal difficulty level 

with any character after you acquire Capoeira. 

Play as Burger Dog: 

Finish the game under the Normal difficulty level 



WCW/nWo 
Thunder 

Many Cool Codes 

All Wrestlers: 

At the Title Screen, press R1(4), L1(4), R2(4), 
L2{4), Select to unlock all 128- wrestlers. 

Big Heads: 

At the Title Screen, press R1(7), R2, Select. 

Big Head, Hands, Feet and Weapons: 

At the Title Screen, press R2(7), Rl, Select 

Might Meter: 

At the Title Screen, press L2(4), R2(4), LI (4), 
Rl(4), Select. The offensive and defensive 






Get into a crazy 
match with huge 
headed wrestlers 

attributes of each 
wrestler may now 
be adjusted. 



View FMV Sequences: 

At the Options Menu, press RT(4), L1(4), 
Select. Press Left+X to advance through the 
sequences, Right +X to move back, or Start{2) 
to exit. 



Enter the 

All Wrestler 

code from 

the Title 

Screen to 

select from 

all 128 

wrestlers. 



Cage Ring in Any Type of Match: 

Enter the Options Menu, highlight the 
"Random" ring selection, then press Rl, R2, 
Rl, R2, Select. If you entered the code cor- 
rectly, the word "Cage" will be spoken. 
Since The Cage ring is not enabled with the 
"Ring select" code, this is the only way to 

obtain it. 



Ring Select; 

At the Options Menu, press Rl, 
R2, Rl, R2, Select Now every 
time Select is pressed, the cur- 
rent ring will advance by one. 
To move in reverse, press LI, 
L2, LI, L2 followed by Select 



Dancing Wrestlers: 
Enable the ''Ring Select" code, then choose 
the USO ring to have dancing wrestlers. 
Press LI to pan to the other side of the ring 

(except for Battle Royal) or L2 for a small 
dance move. 





Do you have a trick that you, and only you, know? Don't hold back — write us at: 



Official U.S. PlayStstion Magazine 

P.O. Box 3338 

Oak Brook, IL 60522-3338 



Sorry, we cannot respond to individual 

letters asking for codes or tricks. 



Knockout Kings 

Muttiple Codes 

These codes are a bit tricky to enter You 
must be very accurate to make them work. 
Make sure you hear a bell sound each time 
you enter a command (for the 
bear and big head code). If you 
don't hear a bell, start the trick 
over again from the beginning. 
Once yoLi enter the code correct- 
ly, youli hear a "whoosh'' sound- 
Box as a Bear: 
At the Main Menu, press 
Right+Square, Right+Triangle, 
Right+Cirde, Right4-X. If you 
entered the code correctly, you will hear 
a sound. Then select any boxer to play as 
a bear 

Big Head Mode: 
At the Main Menu, press Left -f Circle, 
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Bust A Groove 

Secret Moves 

Perform these moves in order during your 
dancer's "solo" to score big points. 



HEAT: 

Up, Down, Up, Circle 

Down^ Up, Down, X 

Right/ Left, Right, Circle 

Down, Up, Down, Circle 

FRIDA; 

Up, Down, Up, Circle 

Right, Left, Right X 

Down, Left, Up, Circle 
Up, Right, Down, X 
STRIKE SIM; 
Up, Up, Left, Circle 
Left, Left, Right, Circle ^ 
Right, Left, Left, Up, Cin 
^eft, Up, Down, Right X 
HAIVIM & BURGER DOG: 
Down, Right Up, Circle 
Up, Left, Down, X 
Up, Right, Up, Circle 
Down, Left, Down, Circle 
KELIY: 

Right Left, Right Circle 
Right Left, Left, Circle 
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HEAVY 
BAG 

FKCR EASES POWER 
&H0 ^lAhUHA. 



Left+Triangle, 
Left+Square, Left+X, 
If you entered the 
code correctly, you 
will hear a sound. 
Regain Energy: 
When given a choice to hit the heavy or 
speed bag between fights, hold L1+L2+ 
R1+R2 to regain two to eight points of 
energy, depending on how long the 
buttons are held. 



Left, Right, Left, X 
Left, Up, Right Circle 
SHORTY & COLUMBO: 

Down, Down, Down, Circle 

Left, Right Up, X 

Up, Up, Down, X 

Up. Down, Left, Right Circle 

HIRO: 

Right Up, Down, Circle 

Up, Left, Right X| 

Left, Left, Down, Circle 

Right Right Up, X 
PINKY: 

Up, Left, Up, Circle 

Right Left, Down, Circle 

Up, Down, Right X 

Left, Right Down, X 

GAS-0: 

Left, Down, Right Up, Circle 

Up. Left, Down, Right, X 

Right Down, Left, Up, X 

Down, Right Up, left. Circle 

KITTY-N: 

Down, Down, Right Circle 

Up, Right Right Up, X 

Right Up, Left, Down, X 

Left, Right Up, Left, Down, Circle 

CAPOEIRA: 

Right Up, Right, X 

Left, Down, Left, Up, X 

Right Up, Right Left, Cirde 

Down, Up, Left, Down, Cirde 

ROBO-Z: 

Up, Down, Left, Right Circle 

Up, Left, Down, Right X 

Down, Up, Down, Up, Circle 

Down, Down, Right Left, Left, Circle 



wfth Hannm after acquiring Robo-Z. 
Play m Columbo (the mouse): 
Finish the ganne under the Normal difficulty set- 
ting with Shorty after acquiring Roho-Z. 

Colony Wars; Vengeance 

Password Cheats 

Here are some password cheats for CW:V (all are 

case-sensitive): 

Invindbility: Vampire 

All weapons: Tornado 

Primary weapons available: Dark Angel 

Infinite secondary weapons: Chimera 

Infinite afterburners: Avalanche 

Infinite money: Hydra 

All ships: Thunderchild 

FMV and mission select: Demon 

All missions, all ships, mfinite 

secondary weapons, etc: Blizzard 

Disable Cheats: Stormlord 

Cool Boarders 3 

Cheat Names 

Enter each cheat below as a name 

in Tournanr^ent Mode to get the 

various results. 

WONITALL - Access to every course 

OPEN_iM - Access every boarder and board 

BIGHEADS - Get huge heads 

DarkStalkers 3 

Secret Characters 
Ptay as Mate Shadow 

At the Character Selection Screen, highlight the 

"7" box, press Select five times, then press any 

button. 

Play as Female (Marionette) Shadow 

At the Character Selection Screen, highlight the 

"?" box, press Select seven times, then press any 

button. 

Play as Image Talbafn 

At the Character Selection Screen, highlight 

Gallon, hold Select, then press all three Punch or 

Kick buttons. 

Play as Oboro (Shin Bishamon) 

At the Character Selection Screen, highlight 

Bishamon, hold Select, then press any button. 




Duke Nii^m; Time to 

Appearance and Cheat Codes 
Big Heads, Little Heads: 

To change Duke and the enemies' appearances, 

pause the game and enter one of these codes: 

Big Head Duhe ^ R1, R1, R1, R1, Rl, R1 Rl, R1, 

R1, Up 

Tiny Head Duke - R1,R1, Rl, Rl, Rl Rh Rl, Rl, 

Rl, Down 

Big Head Enemies - Rl, Rl, Rl, Rl, Rl, Rl, Rt, Rl, 

Rl, Left 

Note: If you have Big Head Duke and want it to be 

Tiny Head, then just enter the Big Head code 

again. Duke's head will shrink back to normal and 

you can put in the Tiny Head code. Otherwise ft 

won't work. Do the same for Tiny to Big. 
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Cheat Codes 

Pause the game and enter these codes at a 

slow but even pace. If you enter them too fast they 

might not work. 

Infinite Ammo - Left, Right, Left, Right, Select, 

Left, Right Le^fti Right, Select 

AU Weapons - 11, L2, Up, LI, L2, Down, R1, Right, 

R2, Left 

All Inventory - R1 {5 times), L2 (5 times) 

All Keys - Up, Right Up, Left, Down, Up, Right, 

Leftj Right, Down 

Invisible - LI, Rl II Rh LI, R1, LI, RT, LI, R1 

Double Damage - L2, R2, L2, R2, L2, R2, 12, 

R2, L2. R2 

Temporary Invulnerability - Rl, L2, LI, L2, R1, 11, 

R1, U, L1, 12 

Super Weapons - Right, Right, Left, Right, Right, 

Left, Right Right, Left, Select 

Level Select 

While playing, pause the game and press Down 

nine times ^nd then press Up and it should say 

''Leve[ Select" Now quit the game and on the Main 

Menu you will see a new option that says "Time To 

Kill," Select it and press Right or Left to choose the 

level you want to go to. Press X to start playing. 

International Superstar 
Soccer Pro '98 

Play as tKe Cbssic All Stars 

In the Select Menu, highlight Exhibition and press 
Up, Up, Down, Down, Left, Right Left, Right, 
Circle, X Applause will be heard if you did it cor- 
rectly. At the Exhibition Menu, choose any mode of 
play. When you're at the Select Country Mode, 
press and hold L1+Rt and you will be able to 
choose Classic All Stars! 



Nectarfs: Military Madness 

Passwords 



Here are the New 
1 . RANDAL 

2. HUNDRA 

3. CINBER 

4. MARLIN 

5. BAYARD 

6. WBLEY 

7. PARKER 

8. MERKEL 

9. ITHACA 

10. BAIKAL 

11. SAVAGE 

12. VALMET 

13. MAUSER 

14. KIMBER 

15. BISLEY 

16. MEANEC 



Story codes for the game: 

17. LADNAR 

18. ARDNUH 

19. REBNIC 

20. NILRAM 

21. DRAYAB 

22. YELBEW 

23. REKRAP 

24. LEKREM 

25. ACAHTI 

26. LAKIAB 

27. EGAVAS 

28. TEMLAV 

29. RESUAM 

30. REBMIK 

31. YELSIB 

32. CENAEM 



NFL Blitz 

Blitz Cheats 

These codes worked on the arcade, and now they 




START 

OPTIONS 
EDITOR 



Tahe your races to the e 

with faster bikes and higKer jumps. 




Marvel Super Heroes 
vs. Street Fighter 

(Note: This trick worhs on a preproduction 
version of the game and is subject to change) 

Hidden Characters 

These characters can be used in any mode of 
the game. 



For Armored Spider-Mao: 

Highlight Spider-Man, hold Select and 
press any button. 

For Dark Sakura: 

Highlight Hulk, hold Select and press 
any button. 

For Mephisto; 

Highlight Omega Red, hold Select and 
press any button. 




1^ 

1- 4i"' ->.. 



V'-^J^'^— 




For Shadow: 

Highlight Dhalsim, hold Select and press 
any button. 

For Dark Zangief: 

Highlight BLachheart, hold Select and press 
any button. 

For U*S« Agent: 

Highlight M,Bison, hold Select and press 
any button. 



Oddworld: Abe's 
Exoddus 

Coot Codes 

Level Select: 

At the main menu hold R1, then press down, 
up, [eft, right, triangle, square, circle, triangle, 
square, circle, down, up, left, right. 



View all FMVs: 

At the main menu hold R1, then press up, 
down, left, rjgHt, square, circle, triangle, 
circle, square, circle, up, down, left, right 

InvincibJlity: 

While playing a game, hold R1, then press 
circle, triangle, square, X, down, down, down, 
circle, triangle, square, X. 





invincibility will ensure that Abe 
wriit regain his freedom. 
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Bu5t-A-Move 4 

Another World 

You'iL get an entirely new set of Levels when you 
enter this code. At the Title Screen, press 

Triangle, Left, Right, Left, 
Triangle- You will hear a sound 
and see a little green spinning 
icon in the lower right corner of 
the screen to confirm that it 
worked. From the Game Menu, 
choose Puzzle and then pick 
Arcade. Choose your difficulty 
level and then you'll be able to 
play a plethora of new stages! 



also work for the PlayStation version! Enter the fol- 
lowing codes during the Vs. Screen. Some codes 
may not work in one-player games and some two- 
player codes may require both players to enter 
the code. 

For No CPU Assist press: Jump (1x}, Pass (2x) and 
pad Down. (Note: Only works in Two-plsyer Mode.) 
To Show More Field press: Jump (2x), Pass (1x) 
and pad Right 

For Fog On press: Jump (3x) and pad Down. 
For Fast Turbo Running press; Jump (3x), Pass 
(2x) and pad Left. 

For Huge Head press: Jump (4x) and pad Up» 
For Thick Fog press: Jump {4x), Pass {1x) and pad 
Down, 

For Super Blitzing press: Jump {4x), Pass {5x) and 
pad Up. 

For Big Ball press: Jump (5x} and pad Right 
To Hide Receiver Name press: Turbo (1x), Pass 
f2x) and pad Right 

For Tournament Mode press: Turbo (1x), Jump 
(Ix), Pass (Ix) and pad Down. 
For Random P[ay Choice press; Turbo (Ix), Jump 
(Ix), Pass (5x) and pad Left. 
For Super Field Goals press: Turbo (Ix), Jump 
[2x), Pass (3x) and pad Left, 
For B!g Players press: Turbo (Ix), Jump (4x}, Pass 
(Ix) and pad Right. 

Oddworld: Abe's Exoddus 

Next Section Warp 

During the game, hold the R1 button and press 
Circle, Circle, X, X, Square, Square. This cheat will 
take you to the next section of the game, and you 
can use the cheat as often as you like to get past 
difficult areas of the game. Be warned: Skipping 
sections of the game will decrease the number of 
saved Mudokons in the game! 

R-Types 

Game Cheats 
Level Select; 

Highlight either the "R-Type^^ or "R-Type 0" 

options at the Title Screen. Quickly press L2(10), 

R2(10). Begin gameplay and press Start to access 

the Stage Select and FMV sequences within the 

Menu options. Choose your stage and then press X 

to begin. 

Slow Down Ship: 

Pause game, hold L2 and press Right, Up, Right 

Up, Down, Left, Down, Left, X. 

Speed Up Ship: 

Pause game, hold L2 and press Right, Up, Right, 

Up, Down, Left, Down, 

Left, Circle. 

Rogue Trip 

Cheat Codes 

To make any of these cheats work, you must first 

enter the Enable Cheats code while in the middle of 

a game. Then put in one of the other codes as 

shown: 

Enable Cheats: 

Press L1-t-R1+R2+Select at same time when you first 

start the level. 
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Invutherable: 

Press Ll+Rl at same time, then press Up, Down, 
Left, Right 
Hornet's Nest: 

Whiie stingers are selected, press 
Triangie+L2+L1+R1+Left. Hold these buttons until 
you see the text confirmation that it worked, 
Blow Up Earth: 

Lay an upgraded lob bonrfb in the back corner 
within 100 feet of the UFO wrech. Transport up to 
the moon, then detonate the bomb. Debris from 
Earth wi[l pummel the moon. Eventually youll be 
in weightlessness. It ruins the game, but it's fun! 

Cups, Cars and Modes 

On the Title Screen, press Start. On the Player 
Select Screen, choose your number of players. On 
the Game Select Screen, highlight and choose the 
Options, On the Options Screen, choose Settings, 
Now move down and highlight the "Password" 
option and enter one of the codes as shown for 
various results: 



GLASSX 
ROCKYY 
ZDPEAK 
XPERTS - 
DESERT - 
RATTLE - 
RUNNER 
MYSTER 
ALLVID - 



Activates the Crystal Cup 

- Activates the Diamond Cup 

- Activates the Zenith Cup 
Activates the Challenge Mode 
Activates the Scorpion Car 
Activates the Cobra Car 

- Activates the Cheetah Car 

- Activates the Panther Car 
Activates the Codes 



Tenchu: SteaLth Assassins 

Debug Menu 

While playing the game, press the Start button. 
While the game is paused, hold L1+R2 and press 
Up, Triangle, Down, X, Left, Square, Right, Circle. 
Release LI and R2, and then press LI, R1, L2, and 
R2. Now press Start and immediately press L2+R2 
at the same time. If you do this correctly, a blue 
screen will appear and many options will be 
available iike stage select, charged items, enemy 
layout, etc. 

Tomb Raider III 

Incredible Cheats 

In the middle of the game without pausing, enter 

any of these cheats as shown: 

Ali Weapons: L2, R2, R2, L2, L2, L2, L2, R2, L2, 

R2, R2, L2, R2, R2, L2, L2, R2, 12, L2, R2. You will 

hear a scream. 

Fill Er^ergy: R2, R2, L2, R2, L2, L2, L2, L2, L2, L2, 

R2, L2, L2, L2, R2, 12, L2, 12, L2, L2, You will hear 

her grunt 

Level Skip: 12, R2, L2, L2, R2, L2, R2, 12, R2, 12. 

L2, L2, L2, R2, L2, R2, R2, R2, R2, L2. Lara says 
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No 



Rogue Trip 

Infinite Weapons, Unlimited 
Jump and Play as Big Daddy 

First, you must enable the Cheat Mode. 

Press and hold L1+R1+R2+Select in the 

middle of a game. Now enter this code 

after you have enabled the Cheat Mode 

[Don't pause the game): 

Infinite Weapons: 

Press and hold L1+R1, then press Up, Down, Up, R2 

Enter these codes as a Password under the Options Menu: 

Unlimfted Jump; 

Press Circle, Square, R2, 
X, Triangle, R2 





Play as Big Daddy: 

Press Triangle, Square, R2, X, Triangle, R2. Then pick chal- 
lenge mode and choose "Nuke York" as your leveL Big daddy 
will appear on the Character Select screen. 



Ninja: Shadow of Darkness 



Invincibility and Level Select 

Invincibility ) 

Pause the game at any time and press L2, R: 
L2 3 times, R2 3 times, then Circle, Triangle, 
Square, Circle, Triargte and Square. Listen \ 
for a chime to verify that you entered the ] 
code correctly. When you unpause, you'll ' 
now be a skeleton with infinite lives, energy, 
smoke bombs, magic potions and full scroll 
power! To revert back to a ninja, simply pause 
and re-enter the code. However, when you 
do, you'll get to keep alf of the max ed -out 
items you got when you were the skeleton! 

l€vel Select ■ 

Remove your memory card and turn on the ] 
PlayStation. When the screen says "Checking 
Memory Card" quickly press L2, L2, L2, R2, 
R2, R2. The words "DELS LEVEL CHEAT ON'^ 
will briefly appear. Start a new game and 
you'll access the Level Setect menu. ^ 
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Who needs stealth to get 
around? Put in the Level 
Select code to skip to anyplace 
you want to go. 



Contender 

Main Event Characters in 
Two-Player Mode 

Start a new boxer in the Main Event. 
Pick one of the boxers and immediately 
save him to your memory card. Exit/ 
then repeat with another character. 
When you have saved each boxer start 
a two-piayer match. At the character 
select screen press Square to pick 
one of the other boxers from your 
memory card. 
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Crash Bandicoot: 
WARPED 



Free Apples 

When you are playing a level that has 
the rock-throwing monkeys, after you 
have destroyed the vases that they 
occupy you can jump on the monkeys 
and get free apples. 

Those pesky monkeys can be 
jumped on to give Crash a 
handful of free apples. 



AU Secrets (access Alt Hallows): L2, L2, L2, L2, 
L2, R2, L2, L2, L2, R2. L2, R2, L2, U. R2. L2, L2, 
R2, L2, L2. Lara will sigh- 
Get Race Key at Laura's House: R2, L2, 12, 12, 
R2, L2, 12, L2, L2, L2, L2, R2, L2, L2, L2, L2, 12, 
R2,L2,L2. Laura says, "No." 

Twisted Metal UI 

Sweet Tricks 
Infinite SpeciaU: 

Enter LI, LI, Rl, R1, R1 as a password. Then 
you will return to the Main Menu. Now begin a 
game and quit. When you begin a game again, 
you wilt have an unlimited amount of your char- 
acter's special weapon. 
Play as Minion: 

Enter Right, Right, Right, Left, Left as your pass- 
word. Then you will return to the Main Menu. 
You can now select Minion at the Vehicle 
Selection Screen. 
Play as Sweet Tooth: 

Enter Left, Left, Left, Right, Right as a password. 
Then you will return to the Main Menu. You can 
now select Sweet Tooth at the Vehicle SeEection 
Screen. 

Club Kid's House Level: 

Enter Left, Left, Left, Square, Square as a pass- 
word. Then you will return to the Main Menu. 
Now select "Deathmatch/' then choose any 
level and vehicle to begin at the Club Kid's 
House bonus level. 
Warehouse Level; 

Enter Square, Square, Square, Left, Left as a 
password. Then you will return to the Main 
Menu. Now select "Deathmatch," then choose 
any level and vehicle in order to begin at the 
Warehouse bonus Eevel, 
Demo Level: 

Enter Up, Up, Up, Left, Left as a password. Then 
you will return to the Main Menu. Now select 
"Deathmatch," then choose any level and vehi- 
cle to begin at the Demo level shown in the 
background at the Main Menu. 
Enable memory card: 

Enter Start, Start, Start, Start, Start as a password. 
Then you will return to the Main Menu. Now con- 
figure your settings and begin a game. Before the 
game begins, you will be prompted to save. 

The Unholy War 

Secret Characters, Battlefields and Maps 

There are only three cheats in the Unholy War, all 
of which use the same code, though in 
different places. 
The code is as follows: 
Press the Circle button and the Square button 
simultaneously. Press the Select button four times. 
Press the Start button three times, Press the 
Square button two times. Press the Circle button 
once. Press the Circle button and the Square but- 
ton simultaneously again. 
To unlock Secret Characters, highlight "Set 
Teams" on the Mayhem Selection Screen and per- 
form the code. 

To unlock Secret Battlefields, highlight "Accept 
Teams" on the Mayhem Selection screen and per- 
form the code. 

To unlock all one-player Strategy Maps, highlight 
"Set War" on the Strategy Selection Screen and 
perform the code. 
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OOOOO SB No questiorip this should be in your home 
OOOO 4E Recommended, very cool 
OOO 3G Pretty good, check it out 
OO 2G Below average 
O 1G Very lame 
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Cuddre With Crash 

If youVe stil! questioning whether the PlayStation has a legiti- 
mate mascot, all doubts will be laid to rest with one glance 
at these toys. Yep, youVe looking at Crash Bandicoot -^ 

Plush Bean Bag dolls, surely a sign that the marsu- J(m^ 
pial has arrived as a spokesman for ^^^ 

PlayStation gaming. Some 
might suggest these will be 
future collectables; we just say 
they're cute, cuddly and affordable. 
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EPISODE I 

THE PHANTOM MENACE 



We paid a visit to the annual Toy Fair 
trade show in New York this past 
February and were more than excited to 
see several manufacturers flaunting the 
Phantom Menace logo in their show- 
rooms. But when OPM's roving reporter 
tried to view the toys, he was quickly 
rebuffed. "There are LucasArts people 
everywhere/' quivered one nervous 
product manager. "I can't show these 
to the press/' Sheesh. Still, we did 
scrounge up a few tidbits. First, Hasbro 
will release a line of figures packed with 
digital audio chips that will allow them 
to communicate with each other anc 
utter lines from the movie. Next 
OddzOn will release Koosh toys based 
on some of the new Star Wars crea- 
tures. Another company called 
Illuminations has a top-secret line o' 
glow-in-the-dark Phantom Menace stick- 
ers. Finally, we learned that the novel- 
ization of Phantom Menace will be writ- 
ten by none other than Terry Brooks, 
egendary fantasy author and creator of 
the Shannara saga. Awesome! 



Gex On The Go 



With Gex 3: Deep Cover Gecko's release just around 
the corner, it seemed about time for a groovy new 
set of action figures. These toys really capture the 
essence of Gex's character, with some nifty sculpting, 
vibrant colors and tons of attitude. Each 
comes with a break-away TV set with a fly 
figure inside, as well as an assortment of 
other accessories. Look for them in June. 
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NEED EXTRA CHEATS & CODES? 



What is Expert Gamer? 



lyOOOs of tricks and 
codes for all systemsl 

Incredibly detailed 
Maps reveal every 
secret and item! 

Playing Tips and 
Strategies from the 
experts themselves. 

Features on special 
Controllers and 
Peripherals. 



Oil Newsstands Everywhere 
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Demo Disc 

U a picture is worth a thousand words^ a playable demo is worth a million 
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Players 1 Developer 

Availability TBA Publisher 

Analog Compatible Yes Genre 



Namco 

ISIamco 
Racing 
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Accelerate 


# 


Hot used 


• 


Brake 


@ 


Change view 


a 


Not used 
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Not used 


Q 


Not used 


B??jl 


Not used 




PowerslJding 
for Dummies 
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What fs it? 

The fourth installment in the insanely popular Ridge 

Racer series of arcade-style racing games from Namco- 

The demo lets you pLay one car on one course for three 

laps or five minutes, whichever happens first. Whew, 

that's a lot of numbers. 

We also noticed the 

demo supports the 

analog controller, which 

the import version does 

not. A quick call to 

Namco revealed analog 

support has indeed been 

added for the final U.S, 

version. Yes! 

What to expect in the 
full game: 

You ready for some more numbers? Eight differ 
ent tracks in total [four courses with two 
variants each); a split-screen two-player 
mode and single-player Gran Prix 
contest; 320 cars (if only 45 unique 
body frames); a time attack sec- 
tion; a body shop to paint your 
own textures for your cars; and 
PocketStation support to let 
you trade cars youVe earned 
with friends, 

Our advice: 

The car you control in the demo 



is an automatic and is one of the slower cars in the 
game, which makes it great to learn with. Try to master 
the powerslide (see sidebar) and don't forget to use 
your opponents to your advantage; keep an eye on the 
rear-view mirror and swerve to block them if they try 

to pass. 

Did you try: 

To beat our 0PM record low lap time of 




As /ou approach a curve, turn 
into it early (I) and quickly let 
off the accelerator (and/or just 
barely tap the brake) to start 
your slide (2)> Let your car 
rotate until it is aligned with 
the road coming out of the 
curve, then slam right back on 
the accelerator (3), You'll want 
to vary the formula depending 
on the car and the turn, so 
experiment and find what 
works best! 
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Each 

racing 

team in R4 is 

named in 

homage to a famous 

Namco game of the past. 

0PM psychic sez: 

"Fun as helL isn't it? But still, no 
U.S. release date — ask again later." 
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Replay Blur: 

Tap the Triangle but- 
ton in Replay Mode 
to toggle a special 
motion-blur effect. 
Remind anyone 
of a similar effect 
in Metal Gear 
Solid's cinemas? 



1 
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And now for the main course 

Knowing the track is one of the most 

important keys to success in racing, so 

allow us to introduce the demo course, 

"The Edge of the Earth," You may be 

tempted to powerslide at every major 

turn, but onfy curves ^ and require it 

Turn 4, may seem like it needs a slide, but 

if you take it at the correct angle you can 

make it through even at top speed. 




Rotary Call Accepted 



Younger than 18 years otd must have parents' permission 
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Recent Winners!!! 



PJ Whrtner, Horn L^ke, MS ■ Kim Smitli, Woodland Hills, CA - K^e Rhines, Aflentown, PA * John Mannes, Staten Islarrd, NY * Jean Sassan, West Covina, CA - Chris Lorkg, 
Marietta, GA ■ Zaiad Dailey, Norvllle, KY ^ Enc Boll, Lake Forest, IL * Rebecca Satt&rlee, Laughlin, NV ■ Jimsor^ Apuyan, Coipus Christi, TX * Jack Brown, Memphis, TN -Angle 
Denlst, Orange, CA * MIdy Moomau, Mount Jackson, VA ■ Sam Cadwell, Pleasant Hill, OH * Eric Hoitsma, HamiTOid, IN ' G Jones, Cotorado Springs, CO * Ryan Gastjnger, 
Louisville, KY -Tommaso Banker, Eugene, OR * Matt Benson, Danville, AR • Paul Robson, Bay Shore, KY * Mictiael Hayes, Lubbock, TX ^ Brandon Gilbert, Delrort, Ml 



Correctly Answer a Series 

of Video Game Questions & Win! 



pftiZEs PROVIDED BY NUBY WWW. nubyonMne.coni 
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Listen to Quartermann Gossip Before It's in EGM/ 
Call and Test Your Knowledge of Video Game Trivia! 
Get tile Latest Expert Gamer Codes & Tricks 
Hear Review Crew Members' Game Ratings! 




Only one winner per household per month! 




TRIVIA CONTEST RULES: 1, Entry, To enter, correctly answer six consecutive Irivta questions and leave your name, address and phone number as inslfucted. Winners will be determined by judges whose decisions are iinal. One winner per household per 
mcnth, Ziff-Davis assumes no responsibility for unintelligible, inoompieie or misdirecled responses. 2. Prizes; Winners will receive one (1) of the lofiowi'ng at Zifl-Oavis' sole discretion; Rerwte Wizard, Boomerang 64, Reality VesI, X-Wire Wireless Controller. 
Prizes have an approj(imate retail v^lue of at leasl $25.00. All prize winners will be notified by mail Prize(s) are non-l/anslerable. No substitutions of prize(s) are allowed, except at tJie opibn of Ziff-Davis shouldi the feaUired prize (s) become unavailable, 
3. Eiigtbiiity: Conlest open to residents of United Stales ar^ Canada, ^id in Maryland. Non-compliance with ihe time parameters contained herein or return ol any prize^^irize notification as undeliverabie wiil resull in dfsqualitication. Winners or their legal 
guardians shall return a signed affidavit of eligibility/release of liabiiily/prize acceptance within 5 days of receipt or forleit prize. Employees ol ZD Inc., NUBY HOLDINGS CORPORATION and their respecliva alliilafes are not eligible, Neither ZD lnc„ NUBY, nor 
their respective affiliates, substdiaries, divisions or reialed companies are responsible for any damages, taxes or expens&s resulting from this contest. Winners ackr^owiedge that ZD Inc. has neilher made nor is in any manner responsible or liable for any war- 
ranty or guarantee, whether express or implied, in fad or in law, relative to any prize including but not limited to its quality, mechanical' condition or fitness. Winners accepting prices agree that all prizes are awarded on the condition thatZD inc., its agents, repn 
resenlatives and employees wilt have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession, or use ol the prizes, 4, W nners Lis!; For a list of winners, send a stamped, self-addressed envelope to Preview 
Line Trivia Contest,' RO. Box 3336, Oak Brook, IL 60522-3338. Allow 3-4 weeks lor deliveiv, 5, Resriclbns: Void where prohibited or restricted by law, AH federal, state and local regulations apply. 



Product names are registered trademarks of NUBY HOLDINGS CORPORATION 



Demo Disc 



If a picture Is worth a thousand words, a playable demo is worth a mfllion 




WCW/rWo Thunder 



Players 1 

Availabiiity Now 

Analog Compatible Yes 



Developer 
Publisher 
Genre 



Inland Prod. 

THQ 

Action 



® Krck 

W) Actlon/Grapple/Pin 

9 Punch 

@ Chop 

Quick Block 

Taunt 

Dodge 

Not used 



Swing weapon 
Throw weapon 
Drop weapon 
Choke 
Grapple 
Piled river 
Vertical sup lex 
Throw to ropes 



®® 
*®® 
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Did you tty: 

Pounding the stuffing 
out of the computer 
with any of the 
objects outside the 
ring? There's nothing 
more satisfying than 
tomahawking someone with 
a stop sign* 




What k It? 

Rasslin' — big, bold 'n' brassy, Two of the most popular 
leagues combine into one big, sweaty, muscular, smack 
talkin', SEim-Jim chomping off-the- 
top-rope jumpin' explosion of a 
game. You can onty play the one- 
player game in the demo against 
a computer opponent (as either 
Goldberg or Hogan), but you get 
your choice of a regular exhibition 
or a cage match. So get ready, 
step into the squared circle and 
"LETS GET IT ON!'^ 






What to expect in the full game: 

A /of more wrestlers (almost 130 in all), with everyone 
from Ric Flair to the Guerrilla (and that's not some guy's 

stage name, we're talkin' about the 
actual [eaf-eating kind here). Also a 
whole slew of different fighting modes, 
like Tag Team, Battle Royal and more. 

0PM psychic sez: "Well this one's 
already in stores and selling like crazy, 
but if you ask me the gameplay feels 
like someone has it caught in a 
sleeper hold." 





Special Moves 



Goldberg 



4®®® Spear 
e®® Oonlla Press 

-^Qt&Q Jackhamm#r 



Hollywood Hogari 

O®® Knee bashes 

@&& Big boot 

t®0O Hogan legdrop 




RaUcage 




Accelerate 
^M Face Forward 
# Brake 
^B Reverse 

Fire Weapon 
Zoom View in 
Fire Weapon 
Zoom View Out 



Players 1 -2 

Availability Now 

Analog Compatible Yes 



Developer 
Publisher 

Genre 



ATD 

Psygnosis 
Racing 




What is ft? 

Psygnosis' new take on the racing game of the future. 

No, not hovercrafts again, but cars that hug the road so 
tight they can literally drive right up a wall and on the 
ceiling. Don't worry about flipping over, either — you 
can just keep on truckin'. 

Our advice; You have two characters to choose from 
in the demo; try Jet until you get used to the controls 
and the way the game works, then switch to Lenny 
for his higher top speed. Also, keep an eye out for 
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weapons and 
speed boost 

markers on the 
tracks; both 
can mean the 

difference 
between win- 
ning or losing. 

Did you try: 

The split-screen 
two-player mode? That's right, it's included in the 
demo, so check it out (just make sure you have a sec- 
ond controller plugged in when you start the demo). 
You can also change the screen split from horizontal to 
vertical under the options if you prefer. 

0PM psychic sez; "What the hell are you asking me 
for? Go read the review on page 85, you lazy punk!'' 

You can destroy all sorts of 
scenery in Rollcage — everything 
from bushes and trees to those 
tail buildings that line the track. 
Try ramming them and find out 
for yourself. 
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ON SALE NOW 
The Most 
Comprehensive 
Strategies and 
Reviews of 
the Hottest 
Sports Games 



Pii^j^incMt: fO Pages of Hew tnfa f^om Ja^taa • ^ 



BUYER'S GUIDE 
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ON SALE NOW 
EGM's Crack 
Staff Pulls 1^0 
Punches as They 
Tell It all 
in the Annual 
Video Game 
Buyer's Guide 
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ON SALE NOW 
EGM Reviews Every 
N64 Game in 1998, 
Plus a New Look at 
Turok 2 and Zelda Gfy\ 
Tons of New Tricks 
and Game Reviews! 






EXPERTi 
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400GAMES 
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ZELDA64& METAL GEAm 



ON SALE NOW 
The Best 
Compilation 
of Tricks, Codes 
and Cheats 
Ever Published 
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VIDE6 GAMES 

FOR TIE linNTENM64 



Btsr Fax&t 
EXPOSED! 
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TO ORDER; 



Check Your Mag! 
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Simply check off which magazines you want and send in the order form (photocopies accepted) 
along with a checl< made payable to Ziff-Davis for the amount indicated for eacli magazine plus shipping and 
handling— add $2 for U*S*, S3 for Canada and $5 far foreign orders— In U,S. funds only for each magazine! 
Orders should be mailed to: Ziff-Davis Back Issues, P.O. Box 3338* Oak Brook, IL 60522-3338 



Demo Disc 

If a picture k worth a thousand words^ a playable demo is worth a million 




War zone 2100 



Players 1 Developer 

Availability April Publisher 

Analog Compatible Yes Genre 



Pumpkin 
Eidos 

Strategy 




^9 Attack/Activate/Select Units 
dp Open/Close Reticule 
^ Deselect Units 
^Mt Activate/Cbse Battle Window 

Cycle Through Troops 

Cycle Through Troops 

Cycle to Next Unit 

Not used 



Getting to l<now you: 

Warzone's controls can be pretty 
confusing at first; luckily the demo 
includes a tutorial to help you out 
We strongly suggest you try it first. 



What is it? A real-time strategy 
game a [a Command & Conquer. 
Design your own vehicles and 
weapons, then build factories to 
manufacture them; repel invaders 
and scavengers while building up 
your own military arsenal. On the 
trial version here you get one 
training and one real mission. 

Oyr advice: Try this one with the 
analog controller or Dual Shoch. 

The analog sticks go a long way in 
improving the controls and are a lot 

easier on the thumbs. Normal pad 
users, don't say we didn't warn you. 



Did you tryj Running over people 
in your tanks? Muhuhehahaha! 
Listen to them scream! 

0PM [»ychk sez: Tlmmm,.. 

interesting. Once you master the 
controls they work pretty well, 
and the idea 
has merit. 
Too early to 
tell, though. 
Watch for a 
proper pre- 
view soon." 









Be ready when you 
start the first real 
mission — the scav- 
engers start to attack 
almost immediately. 



Rugrats: Search for RefAar 



Players 1 Developer 

Availability Now Publisher 

Analog Compatible Yes Genre 



N "Space 

THQ 

Kids 







< 



® Jump 

WB Change Minigolf Camera 
(fi| Hold with D-pad to Walk 
® Swing Club 

Look Up 

Looic Left/Right 

Seset Camera 

Look Left/Right 



What Is it? The game based on the 
insanely popular Nickelodeon TV 
show and movie Rugrats (which made 
$90 million at the box office! How?!). 
The demo has two different sections 
you can play: three holes of a simplis- 
tic but fun minigolf game, and 
''Grandpa's Teeth/' where you ride 
Spike the dog to chase a goose and 
save Chuckie. What does this have to 
do with Grandpa's teeth? Probably a 
question better left unanswered. 
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Check out two different Rugrats minigames on this month's demo; putt- 
putt golf (left) and ride the family dog. Don^t try this one at home, kids. 



Legend of LegaJa 



Players 1 Developer 

Availability March Publisher 

Analog Compatible Yes Genre 



Contrail 

SCEA 

RPG 




'u 

O 




You remember this name from 
somewhere, but can't quite 

place it... Because we just covered 
this game in our RPG feature, 
remember? Well, you do now. 
Our advice: How about checking 
that out, and then booting up our 
demo disc as a visual aid of sorts. 
Pretty neat, eh? 




Son jf Computer Enterta-fnment Americra 
(SCEA) warrants tjo the orfginal purchaser of 
the Oj^dsi US PfDyStatton Magazine that the 
d&mo dhc included is free? from defects in 
matefial SrtcJ warkmsjiship for i^ period of 
ninety (90) days from Wv date of purch&M, 
SCEA agrees for a period of nfne^ (90) days 
to either repair or replace^ at fls option, the 
SCEA product. You must call 1-800-J45-SONY 
to receive instructions to obtain 
repair/replacement services. 

The warrantv shall not be applicable and shall 
be void if the defect in the SCEA product has 
arisen through abuse^ unreasonable Lse^. mis- 
treatment, neglMt or breakage durincj ship- 
ment. THIS WARRANTY J5 IN LIEU OF ALL 
OTHER WARRANTIES AMD NO OTHER REPRE- 
SENTATIONS OR CLA3MS OF ANY NATURE 

SHALL a£ Bmmm on or obligate scea. 



ANY IMPLIED WARRANTIES APPLICABLE TO 
THIS SOFTWARE PRODUCT, IIMCLUDING 
WARRANTIES OF MERCHANfTABILITY AND 
FfTNESS FOR A PARTICULAR PURPOSE, ARE 
UMrrED TO THE NJNETV {90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL SCEA 
SE UABLE FOR INCIDENTAL OR CONSE- 
QUENTJAL DAMAGES RESULTING FROM 
POSSESSJON, USE OR MALFUMCTION OF 
THE SCEA SOFTWARE PRODUCT. 

Some stfites do not allow limftatioins as to how 
lonq art implied warraniy lasts and/of e3<clu- 
sfons or Limitations of consequential damages. 
so the above limitations and/or exclusions of 
J [ability rngy not apply to you. This warranty 
gives you specilic legal rights, and you may 
also have other rights whkh wafy from state to 
state. 



P£MO DISC 
PRODUCERS 

Jon ^4anahan 
Gary Barth 
Perry Rodaers 
PRODUCf MAKAOiR 
Shelley Ashhomi 
EXECUTIVE PRODUCER 
Andrew House 
AUDIO 
Buzz Burrowes 
MUSIC COMPOSmON 
Nsthan Brenhoidt 
TEST MANAGER 
Mark Penteli 
LEAD TESTERS 
Ben B hones 
Kenneth Chan 
Charles Delay 



FROaRAI^MINij AND 
INTERFACE ARTWORK BY 
UFEUKE PRODUCTIONS, 
INC. 

LEAD PROGRAMMER 

A[ex P&ck 

3D ARTIST 

Sonia Ivonett 

PRESIDENT 

Katherine Williarrs 

TECHNICAL DIRECTOR 

Tim Edwards 

CD INTRODUCnON BY 

CINEMA DIGITAL 

IMAGING, INC. 

PRESIDENT 

Dave Fisher 



ANIMATOR 

Kurt Rauer 

CG MODELLERS 

Chris Burnbaum 
Matt Eskew 
EDITOR 
Ryan Ramirez 
SPECIAL THANKS 
Karen Borowick 
David Greenspan 
Kerry Hopkins 
Ninalei Morrison 
Michelle Manahan 
Riley R. Russell 

0PM Dtmo Disc is 

published monthly 

by Sony Computer 
Entertainment America 



Inc, 919 E. Hillsdale Drive. 
Foster City. CA 94404. All 
tittes shown herein are 
trademarks of and copy- 
rights of their respective 
publishers and/or their 
licensors. 

See individual screens 
for details. 01999 Sony 
Computer 
Entertainment 
America Inc. 
Plea56 submit all 
related demo disc 
inquiries to: 0PM Demd 
DisCf Inquiri&s, 91? E* 
HftUdale Drive, Fo$t«r 
City, CA 94404 



IMPORTANT SAFETY NOTICE 

PlayStation® Game Console Consumer Advisory 

Electrical Power Cords 

Sony Computer Entertainment America (SCEA) and tine Consumer Product 
Safety Commission liave received a very small number of reports of potential 
shock hazards related to the failure of the electrical power cord for the PlayStation 
game console. While the incidents are rare and have been isolated, SCEA would 
prefer to err on the side of caution and urges parents to inspect the electrical cord 
that attaches to the PlayStation game console. If the connector on the electrical 
cord that plugs into the game console is cracked or broken in any way, please 
discontinue use of the cord immediately and contact a SCEA Customer Service 
Representative at 1-877-665-7669. SCEA will replace the cord without charge. If 
you are unsure whether there is a problem with the electrical cord, please do not 
hesitate to contact a Customer Service Representative at the same number. 




Next Month 



A look ahead at our next issue 



Advertiser Index 
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May 1999 
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On sale April 13 



On sale April 6 



Present 




EPISODE I 



Be sure to pick up 

0PM, EGM 

and 

COMPUTER 

GAMING WORLD 

to complete an 

EXCLUSIVE 
STAR WARS 

MOVIE IMAGE! 



'^ChBZk Qui: Q)PM'?> 




playabies 

Ehrgeiz • Gex 3 

Legend of Legala 

Contender 

non- playable 
Centipede • G Police \\\ 

Weapons of Justice 

Gauntlet 3D •Driver 

3Xtreme 

*£dltarial content subject to change * 
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On sale April 20 

It's no joke.. .the April issue of Expert Gamer will have 
the best strategy guides on the hottest games. First, 
see how Vigilante 8 for the Nintendo 64 connpares with 
the PlayStation version, plus find out about the added 
"extras" like the 



\il 



four-player nnode. 

Next, XG finally has the strategy on Soul 
Reaver. The guide will pinpoint trouble spots 
as well as give helpful hints on how to conquer 
this game. 

And in the Legend of Legaia strategy, XGaids 
you in your quest to stop the weind mist with 
detailed maps and plenty of advice. 




3DO 

vyww.3D0xonn 



24-25, 72V3 



989 Studios , , 18-19 

www,9S9studios,corn 



Action World , , , 

www.garnedealer.com 



11 



Activision .4-5 



www.activision.com 



ASC Games , , ; .,,..,. .14-15 

www,ascgaTnes,com 

CH Products ...,.--'< • -35 

www.chproducts.com 

Crave Entertainment , . ,21 

wwwxravegamesxom 

Eidos 12-13, 55^ 88-89, 126 

www.eidosinteractivexom 

Electronic Arts * *32-33 

www.EAxom 

Fox Interactive 123-25 



www.foxinteractive.com 

GT Interactive Ent 

www,gt i nteracti vexom 



...... j-9 



Jaleco ,31, 51 



wwwjalecoxom 
Konami 



www.konami.com 



•• 29 



Midway .,,*., * * * , * 47 

www.midwayxom 



Namco . 



www.namco.com 



Psygnosis 44-45, 49, 53 

www.psygnoslsxom 

Sony Computer Ent 2-3, 38-39, 

58-59» 78-79 
www,sony.com 

Todd McFarlane Products , . . .23 

www.mcfarlanexom 

Working Designs 64-65 

www.workingdesigns.com 
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©Digital Illusions CE AB 1996. All Rights Reserved. Under license to Fox Interactive frorrt Gremiin Interactive, Inc. ©1998 Twentieth Century Fqjc Film 

Corporation, inc. All Rights Reserved. Twentieth Century Fox," ''Fox'^ and ttieir associated logos are the property of Twentieth Century Fox Film Corporation, 

All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, NASCAR 1% a registered 

trademark of the National Association lor Stock Car Auto Racing, Inc. and NASA is a trademark of the National Aeronautics and Space Administration. 

This product is not in any way associated with NASA or NASCAF, 
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E3D0S and TOMB RAIDER are registered hademarks ol Eidos Interactive. Inc and Core 
Design Ltd CORE and LARA CROFT are trademarks of Core Design Ltd. Copyright 1999 
Core Design Ltd. Legacy of Kain: Soul Reaver, GEX 3, the GEX character and related 
characters are trademarks of Crystal Dynamics,© 1999 Crystal Dynamics. PlayStation and 
the PlayStation logos are registered trademarks of Sony Entertainment Inc, The ratings 
icon is a lrademarl< of the interactive Digital Software Association. All rights reserved. 
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www.eidosinteractive.com 



